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OUT TIME DAYS 


Out Time Days is a Play-By-Mail game of 
life on a strange world. Emphasizing role- 
playing and inter-player communication, 
OTD is a game for those who like to join 
with other players around the world in fig- 
uring out puzzles, creating working 
economies, exploring large sections of 
worlds, undertaking or tracking criminal 
activities, or fielding capable armies. The 
worlds explored are living, vibrant locales 
that will change through your character's 
actions. 


With the ability to journey in many eras 
(you'll start in a medieval-like location), 
you'll enjoy adapting to new sets of abilities 
and restraints or you can focus on a single 
place and become well established. OTD is 
a combination Science Fiction-Fantasy 
game. It is 99% computer moderated to 
insure fairness, and 1% GM moderated to 
allow for creativity. A maximum of | tum 
per week is allowed. Cost per turn is $5.00. 
The game is open-ended with each new 
character playing a vital role. A special 
startup is available if you mention this ad. 
Receive a rulebook, startup turn and 5 turns 
for just $5.00 (a $35.00 value!). 


Dependable, weekly, error-free turns 
since 1984 


Wanna try a tactical space game? 
Then ask for information on 
DEATH BY STARLIGHT 


To sign up or for more information write to: 
Twin Engine Gaming, 3254 Maple Leaf Ct., San Jose, CA 95121 
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Where We're Heading... 


I finally found out what other PBM 
game that won an Origin Award. It was 
Quest by Adventures By Mail. I guess I 
was lucky to receive an article about 
Quest from Richard Smith to coincide 
with the award. In fact all of the Origin 
Award winners are listed in this issue. 

Speaking of awards, it is time for 
Paper Mayhem's 10th Annual Awards 
& Survey. It is enclosed with the issue. 
Please take the time to fill it out and 
return it to me. This is your chance to 
vote for your favorite game, company 
and moderator. It also helps us out with 
our demographics and other things that 
help us out with future planning. 

There is also a PBM Game and Com- 
pany Rating sheet enclosed. This is 


another way to let people know what is a 
current favorite and which companies 
are giving you excellent services. Many 
times I hear from readers telling me how 


valuable the ratings were for them in 
deciding upon which games to play and 
what companies to try. 

The pictures from Origins that I prom- 
ised you in the last issue are scattered 
throughout the magazine. Thanks again 
to Duane Wilcoxson of Advanced Gam- 
ing Enterprises for taking them and 
sending them to me. I will put more 
pictures in the next issue with the ones 
that I took at AndCon 

Speaking of AndCon, just returned 
from their and to me it seemed to be the 
best one yet. Kudoes to Gary Smith and 
his staff. It was nice meeting with all of 
the PBM moderators and players there. 
Next year it will be held in Toledo with 
3 to 4 times to space. I can't wait until 
next year. 

Another PBM convention has popped 
up. Rich Van Ollefen of Flying Dutch- 
man Games will be having a PBM con- 


"The Informative PBM Magazine" 


Do you know what PBM (Play-By-Mail) gaming is? If you don't, we 
can help you explore the world of PBM gaming. Paper Mayhem has 
been leading the way for over 11 years by informing people about PBM 
gaming. Articles, reviews, biographies and more fill each issue. Not to 
mention the ratings of PBM games and companies that our readers 


participate in. 

Paper Mayhem has been improving with the ever expanding hobby 
of PBM gaming since 1983. Each bimonthly issue brings you the latest 
on PBM news. So why delay and miss out on all the fun? Read Paper 


Mayhem and take advantage of PBM gaming today! 


Send subscriptions to: 
PAPER MAYHEM 
Dept PM 
1518 Adams Street 
Ottawa, IL 61350-4770 


US Subscriptions: 
Single issue $5.00 
1 year $24.00 
2 years $42.00 
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vention in June 1995. The companies 
will be running game turns every two 
hours. Several PBM companies have 
already committed, see the add in the 
issue for them and further information 
about the convention. This is basically 
a convention where you can just play 
PBM games all weekend! Don't miss out 
and tell your friends! Maybe you could 
arrange a face to face grudge match! 

It seems as though some of the mod- 
erators have been busy. Jim Eckert of 
Eckert Gaming Group has announced 
baby Julie Veronica to the list of future 
PBMers. Bob and Debbie Thomson of 
Llucky Llama Games has announced 
the arrival of Alison Page. And finally I 
know that Bill Feild of Game Systems 
Inc. and his wife are expecting very 
soon. 

There has been a good response to the 
number of people who have been submit- 
ting articles. Several were given to me 
at GenCon and may be appearing in the 
next issue. If you are interesting in 
writing an article or review on a game 
you are playing, let me know. 

Paper Mayhem will be going through 
some changes next year. The biggest 
one is that we will be having full color 
covers with every issue. The January 
issue will be done by Né Né Tina Tho- 
mas, who you will be familiar with some 
of her artwork on the "Magic" cards. 
She also did a Paper Mayhem cover last 
year. Scott Jackson will also be doing 
another cover and I am talking to a few 
others that may be doing covers too. 

There are a few new games and com- 
panies that have just arrived. There is an 
insert for Traveller PBM by Eclipse 
Entertainment in this issue. It is offi- 
cially licensed by GDW. I don't have 
much info on it yet, since I just got the 
rules. 

War College Simulations PBM, Inc. 
has a WWII simulation with more coming 
in the next few months. 

Fractal Dimensions has a gamecalled 
Toadal Chaos, which sound interesting 
and unique. 

Until next issue... 


David Webber 
Editor 


1993 CALENDAR YEAR RELEASES 


CONGRATULATIONS TO THESE ORIGINS™ AWARDS WINNERS ! 


1. Best Historical Figure Series 9. Best Graphic Presentation of a 


Role-Playing Game, Adventure or 


Supplement 
Soldiers & Swords 


Medievals 15mm | 
Sculptor: Robert Perez ; 


Underground 
Mayfair Games 
Graphics: Maria Cabardo 


2. Best Fantasy or Science Fiction ; 
Figure Series 


10. 


Best Pre-20th Century Boardgame 


Advanced Dungeons & Dragons Ral 
Partha Enterprises | 

Sculptors: Dennis Mize, James Johnson, 
Geoffrey Valley, i 

David Summers, Jeffrey Wilhelm, Richard 
Kerr | 


History of the World 
The Avalon Hill Game Company 
Designers: The Ragnar Brothers 
Developer: Don Greenwood 


ms 


Game Designers' Workshop 
Designers: Frank Chadwick & 
David Nilsen 


Best Modern-Day Boardgame 
3. Best Vehicular Series Hacker Il 
Steve Jackson Games 
BattleTech | Designer: Steve Jackson 
Ral Partha Enterprises 
Sculptors: David Summers, James | 13. Best Fantasy or Science Fiction 
Johnson, Richard Kerr, | Boardgame 
Jeffrey Wilhelm | 
Magic: The Gathering 
4. Best Accessory Series | Wizards of the Coast 
| Designer: Richard Garfield 
Destiny Deck i 
Stellar Games | 14. Best Graphic Presentation of a 
Designers: Dennis McKiernon & Boardgame 
Peter Busch 
Magic: The Gathering 
5. Best Miniatures Rules | Wizards of the Coast 
i Graphics: Jesper Myrfors 
Warhammer 40,000 2nd Edition 
Games Workshop 15. Best Play-By-Mail Game 
Designers: Rick Priestly & 
Andy Chambers Illuminati 
Flying Buffalo, Inc. 
6. Best Role-Playing Rules i Designer: Draper Kauffman 
| 
Traveller: The New Era | 16. Best New Play-By-Mail Game 
|| 


Quest: The World of Kharne 
Adventures by Mail 


7. Best Role-Playing Adventure 


Nigel Mitchell, 
Steven Fairbrother 


Dragon Mountain 


TSR Inc. ! 17. Best Fantasy or Science Fiction 
Designer: Colin McComb | Computer Game 


8. Best Role-Playing Supplement X Wing 


Lucas Arts 


GURPS Vampire: The Masquerade 
Steve Jackson Games 
Designer: Jeff Koke 


Designers: Kevin Cropper, David Bolton, 


Designers: Larry Holland & Edward Kilham 


18. Best Military or Strategy 


THE ORIGINS AWARDS are managed by The Academy of Adventure Gaming Arts & Design, a division of GAMA, the 

Game Manufacturers Assn., a non-profit trade association. Special Thanks to Courier, Dragon, Operations, Paper Mayhem, 
Pyramid, Shadis, and the numerous other magazines who printed over 130,000 ballots for the public to vote on these aan 
For more information contact the Academy at 5575D Arapahoe Road, Boulder, CO 80303. 


Computer Game 


Seven Cities of Gold 
Commemorative Edition 
Electronic Arts 
Original Designers: 

Bill Bunten & Dan Bunten; 
Updated Design: Michael Kosaka; 
Producer: Chris Wilson 


19. Best Professional Gaming 
Magazine 


Dragon Magazine 
TSR, Inc. 
Editors: Roger Moore, Kim Mohan, 
Dale Donovan 


20. Best Amateur Adventure 
Gaming Magazine 


Berg's Review of Games; 
Editor: Richard Berg 


Hall of Fame: Products 
(Previous Winner: 
Dungeons & Dragons; TSR, Inc.) 


Ace of Aces 

Nova Games 

Designer: Al Leonardi 
Rules: Douglas Kaufman 
Illustrations: Jerry Redding 


& 


Diplomacy 

Games Research Inc. & 

The Avalon Hill Game Company 
Designer: Allan Calhamer 


Hall of Fame: People 

(Previous Winners: Dave Arneson, 
Richard Berg, Frank Chadwick, James 
Dunnigan, Don Greenwood, Gary 
Gygax, John Hill, David Isby, Steve 
Jackson, Rick Loomis, Tom Meier, Mare 
Miller, Sandy Petersen, Charles Roberts, 
Tom Shaw, Redmond Simonsen, Greg 


Stafford, Donald Turnbull, Jim Ward, Lou 
Zocchi) 


| Don Featherstone 
| & 


| Michael A. Stackpole 
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BLOOD, GORE & GUTS ACROSS 


When I first read the title of this game, I 
thought “how cute!.. and funny”. and pictured 
a galaxy dripping with gore and guts, ships 
blasting each other into pieces all over the 
place. Sounded like fun tome. I did not know 
at the time that the pieces of intestine and 
smears of gore spread so disgustingly between 
the stars would come from MY innards! tsk. 
read on for the gory, but melancholy details. 

Blood, Gore & Guts Across the Galaxy (or 
BG&G as all players immediately took to 
calling it), is a science fiction PBM game for 
up to 50 players who “...are ina new universe 
where all causes are new and worth fighting 
for....especially your cause. Your cause is the 
domination of the known galaxy!” So much 
for subtlety. The game was written by our 
well known friends down under in Australia, 
Post It Games, where it was initially tested and 
is being played. DELTAX games has the 
USA license, the same people who run Star 
Quest, Domination, Game Plan, World 


Run!!! 
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THE GALAXY 


By Phil Chenevert 


Emperors and Blitzkrieg! 

A peek at the rules: OK, this is a space 
game and the playing pieces are standard issue: 
space ships, solar systems, income, industry, 
population, etc. etc. up to a point. For 
simplicity sake, there are no planets, just 
systems within which it is assumed the planets 
do their thing. 


THE MAP 
If you will look at the thing that looks like 


a map, (figure 1) you will see the Galaxy 
within which this bloody game takes place. To 
my eternal gratitude, BG&G’s map is NOT 3- 
dimensional, meaning that it was possible for 
me to actually gauge distances instead of 
always getting fouled up with what was where. 
Please understand, I like 3-dimensions, in fact 
my mom says I grew up in a 3-dimensional 
universe and manage to function fairly well in 
it (until puberty of course, when everything 
went crazy), but trying to put a pretend 3-D 


universe onto a 2-dimensional sheet of paper 
so that a star right next to my star could actually 
be umpteen giga-zillion miles away (give or 
take a few gigas), then be forced to use 
convoluted algebraic formulas full of x’s and 
y’s to move my poor little space ships around 
it.....whew! and No thanks...I’d rather use a 
map where if something looks far away, it IS 
by golly, and if it looks close, it is. The 
playing area is 100 x 100 light years and 
contains ‘about’ 400 stars. Unfortunately, it’s 
a wrap around all ways. I solved this 
inconvenience by cutting my map into fourths, 
then moving them around so my home star 
which was on the top left edge was now in the 
middle. This helps me see where I am and 
where my ships are going. A completely new 
galaxy is generated for each game. 


START - UP DECISIONS 
The only decision a new player makes in 
BG&G, besides your empire’s name of 


The universe just became a much more dangerous place. 
Blood, Gore & Guts Across the Galaxy is a no nonsense PBM 
game of all-out, intensive, non-stop, interstellar warfare. 
Complete starter package with set-up turn, rules and full game turn 
credit just $20.00 Write: 
Deltax Gaming. 548 Great Hill Drive. Ballwin. MO 63021-6250 


BLOOD GORE & GUTS ACROSS THE GALAXY 
Empire TURN @ 
-20 -10 10 20 30 
me pane n nnn nn tan nnn tn nnn tener nnn 
+0 0 +0 
0 0 
0 


H = your Home stars 0 = developed colonies C = other colonies 


yo t= allied stars X = nova stars 
Starting 


Star Mo. 


Mapes Wav horn E 


up and the tech bonuses come quicker and 
quicker. Right now, on turn 5 we have 3000 
Pelf in the fund, while the empire with the 
most, has 12,000 invested! Whew. Looks 
like we’ve been rooting in the leaf mold too 
much; gotta get some more systems. 


the tried and true method of a secret alliance 
code number. One player forms the alliance by 
making up the number then others can join by 
putting this number on their turn orders. Now 
comes the novel part; any number of races can 
join an alliance as long their ‘alliance points’ 
don’t add up to more than 21. Obviously, 
only two of the very aggressive players could 
be in an alliance, whereas 10 of the cowardly 
E’s could be. Makes sense to me. This is the 
first game I’ve seen this tried. 


course, is how aggressive (or cowardly) his 
race will be towards others. There are 5 
‘aggression classes’ ranging from A,. the most 
aggressive to E the most afraid. Naturally 
there are benefits and drawbacks involved with 
each class. The most aggressive, xenophobic 
player, foaming at the mouth that he is, gets 
an automatic 10% attack bonus in any ship 
action because he’s such a nasty type guy. 


PRODUCTION 

So how do you make money...er Pelf? 
However, he also has his defensive systems There is no trade in this game; all pelf is 
automatically reduced by 5% and he cannever generated by the Systems you own, based on 
retreat from battle meaning he must fight to the their levels of Agriculture, Mining, 
last ship. Aggression class E on the other TECHNOLOGY Development, Industry, population and 
hand is the most ,er....cautious and will never Technology is a simple affair in BG&G: technology. Ag & Mining are unchangable, so 
risk more than 50% loss of his ships before the more Pelf you invest, the bigger bonuses finding a planet with high scores in them is the 
retreating and has 5% taken away from his to 8 different areas (ground attack, shipattack, first step; the rest must be built up gradually. 
attack bonus. But there is 10% added to his production, etc) You are limited however, to A tip top system, with everything maxed can 
defense score. Aggression class C, right in how much that can be invested in tech by the produce only about 31,000 pelf at the start and 
the middle, has no bonuses or subtracts which number of systems you own: 500 Pelf (the this isn’t very much so expansion is essential. 
is the one I chose for our Armadillos of Love only monetary unit) foreach system youown. Development and Industry can (must!) be 
because I felt we did not have enough The pot of money in technology never goes increased. The cost of this is logarithmic, to 
information to go to one extreme or the other. away; it just keeps growing and as you reach pop up one level in either costs 1000 pelf, to 
Also involved is something called “alliance certain secret levels of money, your empire go up 2 levels costs 4000, 3 levels = 9000, 4 
Points’ . The more aggressive a race you gains bonuses in certain areas. For example levels = 16000, 5 levels 25000, etc. The 
choose, the more alliance points you must take: when we finally struggled to reach 1,000 pelf obvious conclusion is that it is cheapest to go 
A takes 10, b takes 7, C-5,D-3andmousy in the technology pot, wegaineda5% increase up one level a turn. But this has drawbacks. 
ol’ E takes only2. Iwill explain theseinthe in our ground combat strength. At 1,500 pelf More later. 
next section, alliances. our ship attack, ship defense and fighter 
strength all were given a 1% increase. As we 
slowly add star systems to our pitiful domain, 
the amount that can be invested naturally goes 


GALACTIC PRISONERS 


2440 AD - When expanding into the unknown regions of space, humans 
encountered a vastly superior civilization, the Nibor. Because of the highly 
aggressive nature of humans, peace with the Nibor was not possible. The 
Nibor were forced to destroy all humans except for a very few. These 
remaining humans have been placed on a portion of a large planet. You are 
one of those select, remaining humans. You will be studied by your Nibor 
observers. 

Because of your unique personality, intelligence and leadership, the 
Nibor have selected you as the captain of an All Terrain Vehicle (ATV). You 
have been given a crew of 100 humans who were your fellow prisoners. It is 
i your responsibility, as the captain, to provide your crew with survival. 

Galactic Prisoners is a unique, realistic and exciting, computer- 
moderated, open-ended, futuristic game. There are numerous avenues of 
play. Some of you will build walled forts to defend yourselves. Some will 
4 build a vast labyrinth of tunnels below the planetary surface. Some will 

uj establish colonies to increase production and income. Some will form 
corporations in the player-controlled stock market. Some will become 
al! warriors and take what they want from others by force. Some will do 
f] combinations of all of these. Alliances willbe formed. Treaties will be made 
|| and broken. There will be much to explore and discover. Many different 
aliens will share this prison with you. Those of you who survive and prosper 
will do so because of your intelligence and understanding. Luck plays only a 
small part. 
At first glance, Galactic Prisoners appears to be an uncomplicated game. It isn't. It is a game of discovery. As you learn, 
you will see that Galactic Prisoners is a large, complex game. As you learn, you will progress to more and more complex versions 


of the game. 
You are permitted to move as fast as once a week or as slowly as you like. You determine your turn lengths. All turns are 


processed on the day they are received as long as seven days have elapsed. 

To begin, send your check for $18.00 to Grandel, Inc. to receive the rulebook, setup and 4 turns. Subsequent turns will be 
$3.00 each. Discounts can lower the cost to $2.64 per turn. Combat results are sent to attacked players free of charge. We 
accept phoned-in turns at no additional charge. Except for two rarely used techniques, there are no additional game charges. 
We do charge a small additional fee of $.25 for a FAXed turn. Any player who recruits a new player will be given two free turns. 


Grandel, Inc., P.O. Box 4386, Wilmington, DE 19807-0386 


SCANNERS 
Your empire has Deep Space Scanners 
(DSS to us veterans). These are not located 


ALLIANCES 
Alliances between players are begun with 
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anywhere in particular, they just sort of ‘exist’ 
and are used to scan other systems to see what 
is there. The more Scanners allocated to look at 
a star, the more detailed information that is 
gotten back. Scanners can also be used to cloak 
a system to make it harder for another player to 


find out what is there. They cost 1000 Pelf each 
to build. 


SHIPS 

There are a nice selection of ships to build 
(see chart 2). Ship size varies from 1 thru 20 and 
determines the speed that the ship will travel: 
sizes 1,2 & 3 move 3 light years per phase; sizes 
4,5 & 6 move 2 light years per phase; and 7, 
8 & 9 move | light year per phase. By looking 
at the Ship chart you can see that in addition to 
size, each ship has an attack strength, defense 
strength and cost. 


MY SET UP AND FIRST TURN: a SNEAK 
LOOK INSIDE THE UNDERGROUND 
BUNKER AT THE JOINT CHIEFS OF 
STAFF STRATEGIC PLANNING SES- 
SION FOR ARMADILLOS OF LOVE. 

My set up arrived one beautiful Spring 
morning in March 1994. The Armadillos of 
Love were alive and ready to start scurrying 
around on our little pink feet. At last Armadillos 
would not be pushed around by people, 
smuushed by cars and generally despised as 
overgrown rodents: We had a star to call our 
own, 150,000 Pelf (money) sitting in a bank 
account, and a nice little fleet ready to be used 
in expansion and exploration. Armadillos 
would now be objects of fear and awe; known 
for their power, their daring, their amazing 
ability to curl up into a ball. Armadillos were 
onthe map! Youbetcha! But waitaminute..... 
where were we? After much anxious searching, 
our system was found up near the left border at 
the top. I promptly cut my map into four 
sections and reglued it so that we were in the 
middle, thereby dealing with the wrap-around 
foolishness. My start up turn also told me that 
there were 30 players in our game, and gave me 
the exact X,Y coordinates for all 468 star 
systems in our game. The map isn’t reduced 
by the way, that is actual size, about 6 x 8 
inches. Not much room for 468 stars. I think 
it should be bigger at the set up so that messy 
people (like me) can write on it. The maps that 
come with every turn can be small size. 


PLANS and STRATEGIES for our first 
moves 

OK, the sad fact is that we Armadillos don’t 
have a long history of brilliant military 
successes; hell, we’ve never won a battle! Up 
to now the first two years of our West Point 
course for young Armadillos consisted of how 
to roll up into a ball when attacked and pray it 
went away; The other two years was learning 
the delicate art of where to put your nose when 
you roll up into a ball and learning how to pray. 
But things are changing; we were getting 
aggressive. We set our aggression level at C, 
gave the moderator our name (Love is our home 
planet, hence Armadillos of Love), then 


invested 500 pelf into technology, the 
maximum possible. You can invest up to 500 
pelf in technology for each system you own. 
Everyone starts with 10 Deep Space Scanners 
and our brilliant staff figured that by using 5 
on two different systems we would find out 
the Agri & Mining scores for them; we also 
bought 20 more scanners (20,000 Pelf cost)to 
use next turn and decided to build lots of 
cheap ships, 34 escorts to be precise, (34,000 
Pelf cost) that would be used next turn for 
scouting. Information would be of prime 
importance to us. 

My set up world came equipped with 
some ships: 20 Escorts, 10 corvettes, 5 
Frigates, 1 Destroyer and 1 Globe Ship. 
Since the number of ships at a system will also 
give information about it, I carefully split up 
this fleet and sent it to 7 nearby systems to get 
some information. Finally, I built 16 Life 
Ships. These take 1 population from your 
world when built and are the only way to 
colonize other worlds. They will be used to 
expand our empire next turn. The reason I 
built 16 is that worlds have a maximum 
population depending on their Agriculture 
rating , with 50 being the most possible in any 
case. Home worlds start with 50 population 
and will increase to 50 at the rate of 45% so 
by taking 16 away in Life Ships this would 
reduce the population to 34, which should 
increase back to 50 at the end of the 
turn....Voila! free population. Well, sort of. 
Actually I was mildly proud to have figured 


THE SHIPS 


Ship Ship Ship 


Figure #2 


Each Fleet is made up of at least one of these ship types. 


this out all by myself; I would have the jump 
on others by starting next turn with 16 Life 
Ships, loaded with population eager to colonize 
the best world our scouts discover. 


RESULTS OF TURN 1 MOVES - 
BEAUTY IS SKIN DEEP, BUT INCOM- 
PETENCE GOES ALL THE WAY TO 
THE BONE! 

Oh woe is me.... There seems to have been 
a tiny bit of the rules I overlooked. I saw a 
familiar name on the first turn results and while 
chatting with Alex Sheldon on the phone, and 
bragging about the number of ships I had 
available this turn, he casually asked why I 
hadn’t used them on the first turn. Aghast, I 
realized that I could have sent out those scouts 
onthe same turn I built them! Instead they just 
laid around the ship yards, drinking Armadillo 
Beer and loafing. Rats! I also could have used 
those 20 DSS to scout ... there went a whole 
bunch of information..wasted! Instead of 
getting info on 9 systems as I did, I could have 
seen 21! Oh well. Of course I pretended that 
this was all part of my plan; didn’t want a 
potential ally to question the wisdom of 
joining with someone who makes such silly 
mistakes. 

On the positive side, my one system had 
produced 31,000 Pelf and my Empire Funds 
were at 144,252; still healthy. The scout ships 
(Escorts) had made it to 7 systems and 
discovered a good one with potentials in 
Agriculture and Mining of 8 and 9, almost 


Attack Defense Fighter Cost 


Type Name Size Str Str Str Pelf 
LS Life Ship 3 0 0 O 1000 
ES Escort 1 1 1 o 1250 
CT Corvette 2 2 1 oO 1750 
FG Frigate 3 3 2 o 3000 
DD Destroyer 4 4 3 (0) 4250 
CL LtCruiser 5 6 4 O 6000 
CA Hvy Cruiser 6 8 8 O 4250 
BC Battlecruiser Z 12 8 o 10000 
BB Battleship 8 12 12 1 16000 
SD Dreadnought 9 16 16 2 22000 
CV Lt Carrier 5 2 4 6 10000 
FC Fast Carrier 9 4 8 14 22000 
SB Star Base 20 20 20 20 45000 
NS Nova Ship 9 0 16 0 200000 
DR ECM Drone 1 0 1 0 750 
GS Globe Ship 1 0 0 O 20000 

Anti-ship Mines 0 0 500 


1 
Deep Space Scanners (DSS) 


1000 


Paper Wiese 


perfect, with the rest being in the poor to 
average range. My scanners found a world 
with 7 & 7, not bad at all. That will be number 
two on our expansion parade. Wait a minute! 
Where are those 32 new escort class ships I 
built last turn?? nowhere to be seen. A call to 
the moderators and the ships were inserted to 
be used this turn. Hmmm. Apparently the 
orders to build them were overlooked. 


PLANS FOR TURN TWO - ARMADIL- 
LOS GET SERIOUS 

Scouting will continue asa priority with 30 
scanners looking at 8 systems and my 75 
escorts and other ships visiting 20 others to 
find out their agriculture and mining potential. 

The next priority is to establish my first 
colony. A total of 31 life ships are loaded into 
my only Globe Ship and moved to system 39. 
By using my Globe Ship which travels 
instantaneously I hope to avoid the navigation 
hazards of the system. As an afterthought I 
sent a Corvette and Frigate to our new colony 
by regular space travel. It is improbable at this 
early stage, but someone else may drop 
dy...Who knows? 

My message to all other players this turn: 
“Let’s learn to express our feelings - intimate 
contact and trust is our goal - no man is an 
isthmus. - Armadillos of Love” 


RESULTS OF TURN 2 MOVES 

Well, the results were not too good; 
although they could have been much worse. I 
lost two life ships to navigational hazards, then 
my stupid Globe Ship self destructed (see 
Hints, tips. etc. ) and on phase 3 empire 18 (the 
Body Snatchers) showed up with a little Frigate 
that would have killed it anyway. My corvette 
and frigate arrived on phase 4 and destroyed 
him. But if I had sent the Life Ships by normal 
space, they might have all been destroyed. 
Whew! So we did colonize the system, but do 
not have enough war ships there to prevent 
unrest so I don’t get credit for owning it; no 
income and I can’t put an extra 500 pelf into 
technology. Darn. 

Meanwhile my many little scout fleets 
bumped into a lot of other players and got 
creamed. We lost 12 escorts, mostly to the 
Body Snatchers at 6 different worlds, while 
destroying only 1 corvette of his and 5 Plife 
ships of empire #5 Crimson. That’s a lot of 
Pelf lost but then we've got information of a 
bunch more systems and a couple look 
promising. So I still really own just one 
system, while the leader controls five already, 


TURN 3 PLANS & ORDERS - 
COLONIST REVOLT PUT DOWN! 

Our Pelf pot has dropped to 96,000, with 
only 32,000 coming in last turn, Not good, but 
we've got to keep building. My plans for turn 
three are to 1)first bring star 39 under control 
by sending enough ships there to meet the 
requirements; I need ships with a total of at 
least 24 attack points. It can be 24 Escorts or 
3 Heavy Cruisers, so long as they add up to the 
required points. This ‘control’ number is 
determined by population and the Develop- 
ment level of a system; Jots of people and low 
Development = unrest! The unrest! label isa 
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warning...If you don’t do something to control 
them the will revolt next turn and you lose the 
system entirely. We will build 6 frigates this 
turn to do this. Apparently colonists are very 
ugly in this game and have to be kept in line at 
gunpoint. I can live with that. 2) Next priority 
is to bring our colony from 0 level in Dev & 
Ind up to 4 in Dev and 2 in Industry. This will 
cost 20,000 pelf. 3) next priority is to build 
up our colony: 15 new life ships will be sent 
from Love, the home world along with the 6 
new frigates and two escorts that were hanging 
around; that should be enough. 4) Our 
somewhat diminished scouting fleets is 
reorganized and sent out to sniff around 15 
more unknown systems while our DSScanners 


will pry into 8 more. 


RESULTS OF TURN 3 MOVES 

Hey! The Armadillos of Love now control 
two (count ‘em.. one, two) systems. True, 
our new colony is producing a negligible 
amount of pelf (2200) but at least it has 
potential. We control 3.06% of the galactic 
population (the leading empire controls 
5.31%); and we have scouting info on 14 more 
systems. Pelf in the bank stands at 76,516; it 
seems to keep dropping. Our scouting fleets 
once again took it on the chin, having 9 Escorts 
vaporized while innocently visiting places 
where they apparently weren’t wanted. A 
simple ‘please go away’ would have sufficed! 
Maybe this scouting with ships isn’t all that 
good an idea. Carl Olson, player 11, called to 
suggest an alliance and to tell me that my 
previous friend Alex Sheldon had dropped 
from the game due to missed turns and other 
problems. His position had been picked up 
and was in a big fight with Star League and 
Xolotls Concord. He suggested that we jump 
in to help him. Unfortunately Jim McDaniel 
the new player, had lost most of his ships in 
the fight and we would have to supply any war 
fleets. Now this was more like it! Iappreciate 
a good war and agreed to the alliance and to 
sending whatever war fleet I could scrape up 
or build to system 315, the major colony of 
Star League. 


TURN 4 PLANS AND ORDERS - THE 
ARMADILLOS SHOW THEIR FANGS!! 

Armadillo Central War Office - We all 
uncurled and rubbed our little pink paws 
together... we were gonna bump some tails! 
This guy (our new enemy) knew that player 1 
was almost exhausted and would would not 
expect two fresh war fleets to show up two 
turns down the road and annihilate his colony. 
hee hee he he. We each poured every possible 
pelf building an invincible war fleet that would 
arrive at the same time: I build 8 frigates, 1 
corvette and 2 escorts, - a total of 28 attack 
strength. (It may not sound like much, but it 
cost 30,000 pelf, my entire reserve). Carl 
built a fleet with 31 attack strength and sent it; 
since we were now allies, some serious 
damage was going to be dealt out. 

Two of the most promising systems were 
chosen and a fleet of 8 life ships, crammed 
with baby Armadillos were sent to each to 
expand the Armadillo empire up to 4 systems. 

On CHASTITY, our colony, we increased 


Development and Industry each by two. 


TURN 4 RESULTS - THE ARMADIL- 
LOS PAY A VISIT TO (AND IRRITATE) 
MANY OTHER EMPIRES Deep 
fried Rats! Our colony has become 
‘unrestful!’ again! I have only 17 attack points 
of ships there and need 18! (make a note: it’s 
time to learn how that control level is computed 

. enough of this ‘that should be enough’ 
stuff!) Also something went wrong with the 
computer apparently; all our ships are 
travelling at a speed of 1 per phase instead of 
three and so the Life Ships are still in space and 
never colonized those two new planets. | 
called the moderators and they have no idea 
why this happened but will fax Australia. In 
the meantime they will fix the problem. 

In my exploration efforts we lost 9 more 
Escorts, a Corvette and a Frigate. This is 
definitely getting expensive! Our Pelf fund 
has dropped below 50,000; our population 
percentage is down to 2.47% and all inall, we 
are not doing very well. To put it mildly, 


TURN FIVE PLANS AND ORDERS - 
THE ARMADILLOS BECOME EVEN 
MORE SWEET AND MELLOW 

Assuming that the moderators fixed the 
problem and that we control the two new 
planets, 13 Life Ships are sent to 125 from the 
Home World and 12 life ships are built but not 
used at the colony CHASTITY. Development 
will be jumped to 8 and Industry to 6 at a cost 
of 8,000 pelf on Chastity. Development level 
on Massage will go up 3 and industry to 1. 
We've decided to quit exploring with our 
ships, it is just too costly. They are called back 
in and consolidated. ` 125 is named 
MASSAGE and 29 FEELING MELLOW. 
1500 pelf is pumped into our tech fund. Our 
war fleet in deep space is ordered to keep 
heading towards the enemy at 315, named Star 
League-2. The surprise attack is coordinated 
for next turn. He will feel the wrath of our 
combined firepower! 


TURN 5 RESULTS - THE ARMADIL- 
LOS LEARN TO EAT SPACE DUST - 
(AND LIKE IT!). 

Well, both of our war fleets arrived at the 
enemy system....and each and every ship in 
those proud armadas was promptly turned into 
a greasy cloud of dust by vile and disgusting 
enemy space mines. What a nasty trick! ... 
yep, all 19 ships rubbed out without getting to 
fire a shot. Ok Phil, maybe it is time to take 
another peek at those rules, eh? There maybe 
something we overlooked ... like space mines? 
yep, there they are, page 12. Maybe it's also 
time to be forgiving and generous; Star League 
has taken enough punishment; we may even 
offer them a non-aggression pact. They’renot 
such bad guys. Especially since we have no 
fleet at all now. 

On the home front we now own four 
systems, have 52,353 Pelf on hand with 
48,000 being produced a turn by a total of 
almost 150 little Armadillos on these worlds 
working like .. well, like Armadillos. 
TURN 6 PLANS AND ORDERS 

We realise that a wrong decision was made 


So you thought World War III was bad, did 
you? Well, now you can start 


World 
ar IV 
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124 different types of military units 
Dozens of military and espionage missions 
Combined arms 
100% computer moderated 
40 players per game 
Submit turns electronically or via postal service 
Free front-end program for email turn submission 
Huge 33" x 17" world map 
Tums don't take long to fill out 
Lots of depth but very easy to play 


AAAAA 


Economic warfare, foreign aid, nuclear warfare, 
technological development, national security, 
espionage, alliances, diplomacy—WwW IV has it all! 
If you've ever wanted to try your hand at full-scale, 
global thermonuclear warfare, this is your chance! 


Build everything from World War Il-era Field 
Artillery units to Air Cavalry, Attack Helicopters, 
Special Forces, Airmobile Engineers and even 
Cybernetic Infantry. Mechanized units run from 
the lowly Horse Cavalry to Motorized Infantry, 
Heavy Tanks, Self-Propelled Artillery, Mobile Rocket 
Launchers, Hovertanks and even Mobile Strategic 
Ballistic Missile launchers capable of throwing 1 
Megaton nuclear warheads! Antisubmarine 
Warfare Planes, Jet Fighters, Stealth Bombers and 
even Gunship Cargo Planes! PT Boats, Destroyers, 
Cruisers, Battleships, Aircraft & Helicopter Carriers, 


Rolling Thunder Games, Inc. 
P.O. Box 1240 
Broomfield, CO 80038-1240 


= (303) 466-8600 (Voice / FAX) = 
Ø (303) 466-8681 (Thunder BBS) © 
CompuServe: 71370,2707 
America Online: RTGames 
Internet: RTGames@aol.com 


Set modem to 8-N-1 when calling the BBS. 
We have two lines and can support most modems. 


Have a question? Call us !! 


Nuclear Attack Subs, Guided Missile Frigates—even 
Hovercraft, Ballistic Missile Subs and Aegis Frigates 
are in there. Thermonuclear weaponry ranges from 
tiny I Kiloton nukes through a variety of tactical 
and strategic warheads including neutron bombs 
and powerful 10, 50 and even 100 Megaton city- 
smashing blockbusters. Fixed installations include 
Air Bases, Fortifications, Surface-to-Air Missile 
Bases, Anti-Ballistic Missile batteries and more. 
You can even launch Spy Satellites, Killer Sats, 
Missile Platforms capable of dropping nuclear 
bombs anywhere in the world and even orbiting 
Hypervelocity Rail Guns that can pick off enemy 
orbital units! There are many, many other units 
not mentioned here.....you just have to check this 
game out—and since you can get the rules for 
FREE, what's stopping you? 


Oh, you want more? We offer FREE fax service, a 
FREE bulletin board to submit your turms on, a 
FREE telephone hotline and FREE support on 
commercial services such as America Online and 
CompuServe. You can download FREE rules, a 
FREE sample printout and the FREE player- 
assistance front-end program from our Thunder 
Bulletin Board Service maintained in our offices. It 
doesn't get much better than that! 


Full Setup (rules, maps & setup) $8.00 
Rules & Maps $4.00 
Rules FREE by email 
Turns $6.00 by regular mail 
Turns only $4.75 by email 


World War IV—rated the #1 strategic wargame by 
the readers of both Paper Mayhem and Flagship 
es! See what you've been missing out on! 


I want the Full Setup! I've enclosed a check for 


$ 8.00. 

oS Send me the Rules & Map! I've enclosed a check for | 
$ 4.00. 

ts FREE - Send me the rules on computer disk! I have a 
[ MAC or PC ] computer. 

ts FREE - Send me an information package! 

Name: 

Address: 


City, State, ZIP: 
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at the beginning of the game; with the choice 
of grabbing systems or building one at a time, 
we chose to build one at a time. Wrong 
choice. Armadillos will now start expanding 
rapidly tonew systems, knowing that they will 
be left with one population for along time. Six 
systems are chosen and six fleets of six life 
ships each with one escort are sent to them. 
Hopefully at least four of them will 
successfully colonize and thereby double our 
total number of systems owned. All our 
scouting fleets are called back in to protect the 
new colonies and DDS ordered to look at 10 
new systems. Our three colonies are 
developed only a bit because of money 
restraints. 2000 pelf is put into technology. 
Other than Life Ships, no new ships are built 
despite the fact that we only have 105 ship size 
points compared to someone who has 266 ship 
size points. Our main goal now is to increase 
the amount we can invest in Technology. 


TURN 6 RESULTS - THE ARMADIL- 
LOS EXPLODE! (FIGURATIVELY 
SPEAKING, OF COURSE) 

All six new systems were successfully 
colonized and we now own ten in all! 
Yipeeee! And none of them is in revolt! We 
are producing about 60,000 pelf a turn and 
have 68 thousand in our bank to spend. No 
combat reports on the ol’ turn sheet this time 
because we aren’t ‘visiting’ other players any 
more, thank goodness! Our total population is 
down to 139 due to the large number syphoned 


CHARIOTEERS 


Enter the world of 
CHARIOTEERS where you are 
the stable master of six death 
defying charioteers. 


Can you develop the ultimate 
charioteer? 


Can you manage the best 
stable in your track, or even the 
entire game? 


The only way to 
CHARIOTEERS 
e 100% Computer Moderated 
o 14 or 28 day game cycles 
eNO HIDDEN OR SPECIAL 
ACTION FEES 
e Sliding scale turn fees, with 
$6.00 maximum per turn. 
e FREE turn newsletter 


play 


For FREE rules and Setup, 
WRITE: 


DAURADA GAMES 
P.O. BOX 3223 
BEVERLY, MA 01915 
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off to die on new systems, but that will build 
up soon. Maybe. 

What comes next? Well, we hope to add 
four more systems next turn, keep out of 
combat and build up our colonies till they can 
produce that needed Pelf. Then, a big war fleet 
of Armadillos that will pay an unannounced 
visit to that nasty world that so casually 
destroyed our ships. This time we will send 
in lots of ECM drones to eleminate the mines 
first. The Armadillos Of Love bumble on! 


HINTS, TIPS AND SEMI-PRECIOUS 
NUGGETS OF ADVICE FROM THE BIG 
ARMADILLO: or YOU TOO CAN 
AVOID LOOKING LIKE AN IDIOT 

1. Anything built can be used on that turn! 
immediately..you don’t have to wait to see it 
on your next turn sheet. Just assume it’s 
galaxy inno time at all. It’saneat ship but has 
one serious problem. Ifno other friendly ship 
is around it at the end of the turn, it quietly self 
destructs! So always leave a ship with it. 
(Armadillo Times, July 14, 2994 Stupid 
Armadillo Admiral Blows Up Own Ship 
“Gee, I dunno .. I looked around and there 
weren’t no other ships there so I assumed we 
had surrendered and pressed the Destruct 
switch” said Admiral Dimwit witha silly grin. 
“Did you consider the fact that you were in 
your own home system, you weren’t at war, 
there were no enemies present and it was only 
the second turn of the game?” queried a 
reporter. “Uh...gee no, does that stuff 
count?” nuff said. 

4. Hazards and mines. It appears that the 
computer drops fractions. This means that a 
system with hazards of 9, the maximum, will 
still not destroy any ships if you have less than 
7 in any class. I asked how it rounded but 
Australia hasn’t responded yet. This is the 
results of my experiments. 

5. Space Mines are very mean, nasty and 
dangerous. They will kill anything. It is an 
excellent idea to determine the number of mines 
ina system before sending warships in without 
drones. 

6. It is a good idea to always build 
Development and Industry by 1 every turn, 
even on planets that are very poor. It is cheap 
and it adds up. 

7. When sending Life Ships to unload, and 
you want all of them to do this in the fleet, it 
is a good idea to just use the “U” or unload 
order and leave the specific number after it 
blank. Especially when sending multiple fleets 
to the same planet. It seems to help the 
computer stay calm. 

8. Technology is very important. Always 
invest the maximum and actively seek ways to 
increase the amount possible. For example 
someone had 12,000 pelf invested and were 
getting a 30% increase in gross pelf 
production. That's heavy. 

9. What would this reviewer suggest you 
do on a first turn? a)build 15 Life Ships and 
send two fleets of 6 each to colonize two 
nearby systems; ones within 10 lightyears. 
Send some escorts and frigates along with them 
for protection. b) purchase 30 or 34 Deep 
Space Scanners and use them and the 10 owned 
already to scan 10 or 11 systems other than the 


ones chosen for colonization. On second 
thought I would probably buy 42 scanners; 
they seem very useful at all stages of the game 
and so why not buy them early and get to use 
them immediately. c) invest 500 into 
technology of course. The purose of the blind 
colonization suggested above is only to allow 
you to invest more in tech next turn; if you 
stumble on a good world, that’s just a bonus, 
d) give your home planet a really neat name 

like Omar or Clyde. e) choosea low agression 
level; D or E. Technology will quickly make 
up for the dinky agression bonus and when 
alliances are looking for members, a low 
number is attractive. f) put a message into the 
propaganda system with your name and how 
you can be reached but not your player 
number. This start will guarantee that you will 
1) own 3 systems and be able to invest 1500 
in tech next turn 2) discover at least one great 
system to focus your expansion efforts on 3) 
conserve your start up pelf for building 
development and Industry on new systems. 4) 
be able to continue exploring at least 13 
systems a turn. 

10: Battle & war stuff. It seems that well 
rounded fleets do better; meaning that they 
have some ships from many different classes 
in them. Hazards and mines are murder on 
fleets with only a large number of the same 
type ship. That’s about the only tip I can pass 
along. Of course the old advice still is valid: 
lots of big ships seem to work best. 

11. Map stuff. Each system has a number 
but it is hard to tell what it is from the map. I 
have found it necessary to carefully write the 
system number by each one in teeny tiny 
letters. This has been tedious but necessary to 
intelligently talk with other players and to plan 


my strategy. 


POSSIBLE PROBLEMS 

There were several order imput problems 
reported by the players that I talked to and 
although they were corrected when brought to 
the moderator’s attention, even a few imput 
mistakes is too many, especially with the 
simple order format. Also, since the game is 
only licensed from Australia, any glitches, and 
many questions must be referred to them for 
answers and they are not too fast in 
responding. I am still waiting to find out why 
my ships were so slow on turn three. 


CONCLUSION 

I’ve only played 7 full turns in BG&G but 
it’s a fun game and I look forward to coming 
turns. The game seems to be moderate all 
around: moderately complex, moderately 
priced, with a moderate amount of diplomacy. 
Orders are accepted by fax, mail and carrier 
pigeon. Wait, scratch the carrier pigeon, she 
just retired. Setup package is $20 for rules, 
setup and 5 free turns; turns cost $4 each 
regularly and the rules are just a buck. Boband 
Cathy can be reached at (314) 227-8509 and 
will be glad to set you up in the next game. If 
my Armadillos can stop stumbling and 
bumbling long enough to build a fleet, I plan 
to survive this game and get into the next one. 
See ya there! 


Announcing PBMCon! The first convention organized for the sole purpose of 
playing play-by-mail games! A turn due every 2 hours instead of every 2 weeks! 
That's right, your favorite PBM companies are packing up their computers and 


heading to Chicago for 3 game filled days and nights. Currently scheduled to 
attend are: 


Flying Dutchman Games 
Graaf Simulations 
Flying Buffalo, Inc 
Fractal Dimensions 

Llucky Llama Games 
WdG Games 


(watch this space for others!) 


PBMCon will be held at the Ramada Woodfield Hotel in Arlington Heights, IL the 
weekend of June 2-4, 1995. For your $25.00 registration fee ($20.00 if you 
pre-register before May 1, 1995) you can select and play in two play by mail 
games. If you wish to play any additional games, there will be a $5.00 to $10.00 
fee per additional game. No turn fees will be charged. Games will be starting 
throughout the weekend, so if you come late (or are killed early) there will always 
be a game to play in! There will be door prizes, free turn coupons and/or special 
convention offers by most of the attending companies. Pre-registration books will 


be available in January, 1995. If you would like to receive one, or have any 
questions about PBMCon, write to: 


PBMCon 
PO Box 957434 
Hoffman Estates, IL 60195 


QUEST: A RIDDLE 
WITHOUT ANSWERS 


Quest is a fantasy game based on the Island 
of Kharne. The game is open ended and each 
game contains about 300 groups. The long 
term goal of Questis up to the individual player 
run group. This group can consist of up to 15 
adventurers with varying professions. 

The races consist of Humans, Dwarves, 
Elves and Half-Bloods. The professions are: 
Fighter, Mage, Thief and Priest. When a 
player first enters Kharne, he/she chooses six 
characters with different skills. A player 
cannot choose two human fighters for 
instance, but could choose up to four humans, 
as long as they had different professions. 
After the initial set up, which is free from 
Adventures By Mail, the player/group is free 
to recruit any character type. 

The starting characters will have varying 
skill levels based upon their race and perhaps 
a random computer ‘roll’. 

Each character begins with the following 
attributes: Gold, weapons, skill, toughness, 
awareness, charisma, experience, % of load, 
energy level and health. (Well, actually, no 
characters begin with weapons or armor, these 
will have to be purchased by the group on the 
initial set up.) Some characters will need high 
attributes based upon their profession. For 
example, a high toughness is desirable for a 
fighter and a high awareness level for a thief. 
For those characters who are low on 
toughness, which equals their health level, 
armor is imperative. 

Each game of Quest has it’s own map. 
Populations centers (Villages, Towns and 
Cities) are scattered across the island, with 
roads leading to and from many. Transport 
services are available for a price. In fact, 
population centers are the source of many 
items, which are for sale at numerous shops. 
There might be as many as 15 shops in one 
suburb of a population center, with 3-4 
suburbs in cities. Hidden shops also can be 
found. Population centers also contain shops 
where characters can train in skill, increase 
toughness and obtain ‘quests’. 

Quests are found in population centers and 
usually in shops. A character may use the “T” 
(Talk) order and perhaps obtain a quest to 
deliver a message to another shop owner in 
another town, some distance away. Or, the 
quest could consist of travelling to a town, 
buying a specific amount of an item, then 
returning to the original village and reselling 
the items at a profit. (I was offered a most 
lucrative quest...twice. I had to travel to 
another pop center, buy some spell powders, 


12 Paper Mayhem 


os Een nine a—_OV—3n?nanercV-_——_ eel eC 


By Richard L. Smith 


return and resell them to a specific shop. The 
profit on that quest was over 500 gold. 
However, other quests seem puny by 
comparison). It is always a good idea to accept 
quests when the destination is the same in each 
one. And each member of the party receives 
a certain amount of experience upon 
completion. Experience, and gold, is traded in 
for skill increases. 

Magic and religion play an important part 
in Quest. There is a debate on which offers 
more in the way of ‘power’, but I believe it 
depends upon what spells are known and what 
religion one follows. There are nine powders 
used to cast spells. Some of these powders: 
Acidpaste, Dyingbreath, Dryvenom and 
Powderblood, etc., can be combined into one 
to three powder combinations, to produce 
different and sometimes, more powerful 
spells. (But no powder is used more than once 
in any spell. You could not have a spell such 
as: #446, for example). Some of the spells 
include: Detect Treasure, Healing, Enchant 
Weapons, Shield, Turn Undead, Battle Lust, 
Map Dungeon level, etc. Orders are given to 
your mages to experiment with spell powders, 
usually a single powder to start. (Only Mages 
can carry powders/buy powders. And they are 
purchased in lots of 5). 

There are eight gods on Kharne: Baldor, 
Lord of Healing...Garthrana, The 
Avenger...Sundonak, Warrior god...Fleyshur, 
The Destroyer...Ythcal, Lord of 
Death...Molwanh, Goddess of 
Fields... Novala, Lady of Fortune...Phyloqure, 
Master of Scrolls. Each god has his/her own 
miracles which can be cast by priests, which 
may or may not be available at any given time. 
(A group’s alignment with a particular god can 
vary greatly, either by prayer or by actions, 
such as casting a god miracles). 

Baldor grants miracles which have to do 
with protection and healing. Quests which 
help the weak find favor with Baldor. Baldor 
does not like groups who place their attitude at 
‘hostile’; one of the three attitudes available 
(Friendly and neutral are the two others). 
Garthrana grants combat oriented miracles 
which are used against evil. Garthrana grants 
favor to those groups who use an attitude of 
hostile against evil groups. And favor will be 
lost when thieving. Sundonak is the most 
warlike god and some groups who use his 
miracles in combat, may find their death 
nearer, due to their disregard for safety. 
Fleeing from combat and the use of 
unnecessary magic will bring disfavor. 


Fleyshur wants his followers to destroy- 
period! Anything and everything. Fleyshur 
especially enjoys hearing of his followers 
attacking those who worship Baldor. Ythcal 
is the most powerful of the evil gods but his 
end is death for the sake of death. He has no 
care for political arguments. Molwanh is a god 
ofnature. She cares not for the building ofnew 
population centers (I have not heard that this is 
possible) but looks upon destruction of the 
land with hatred. Novala grants ‘good luck’ to 
loyal followers. She allows her followers to 
hide from prying eyes but she can also be a 
trickster. Phyloqure wants his followers to 
seek knowledge and denounce violence. Even 
possessing a weapon loses favor with his god. 

A priest may call forth beings/monsters 
which are aligned with their ‘chosen’ god. I 
have not seen any miracles which allow for 
calling these creatures. But perhaps they come 
with increased skill levels. 

Creatures are an integral part of Quest and 
the land of Kharne. Some may be killed for 
their fur/hides and some can killa whole group 
outright. (I have only heard of a Dragon 
killing a group). There are many ‘creatures’ 
(which includes some plants) on Kharne. 
They include: Kreourse, Goblins, Trolls, 
Orcs, Giant Ants, Sewer Demons, Bears, 
Rats, Wolves, Lizard Men, Apes, Roc, 
Centaur, etc. Some of the creatures have 
different variations, such as Great Ape and 
White Ape. Some creatures can poison a 
character, such as the Rat or Venus Man-Trap. 
The hides of some creatures, such as orcs and 
Kreourse, can be sold for bounty at pop 
centers. Other ‘creatures’ are called by a priest 
and the type varies with the god. A ‘Life- 
Bringer’ is a spirit from Baldor and can 
possibly resurrect the dead. Hounds of Hell 
come from Sundonak. Some creatures are 
‘aligned’ to a particular god. Balrogs worship 
Fleyshur. A Dark Oak is a ‘spirit’ of 
Molwanh. 

There are many ‘items’ in Quest, although 
not all items ‘work’ in every game. 
(Apparently, some are inactive). These 
include the usual weapons (Swords, Axes, 
Bows), armor and shields, gems (used to 
replace large sums of gold due to the heavy 
weight of gold. Groups will sell their gold for 
a gem and reduce their % of load attribute...so 
they can MOVE!). Other items abound: 
Tables, Rings, Glass orb, locket, medal, 
Statue, painting, jar, bottle and iron maiden, 
etc. There are many more items and some 
seem to be useful, at first glance (MORE ON 


THIS LATER!). 

Some items are ‘needed’ by groups...these 
include backpacks; which reduce the load %, 
torches; which allow the exploration of 
dungeons and lairs, food rations; which are 
usually obtainable easily enough in the 
wilderness, spell powders; which allow the 
casting of spells, and spade & shovel; which 
I purchased and have yet to use. 

A group can receive up to 15 orders per 
week. A group can also have up to 5 standing 
orders, which means 20 orders per turn. There 
are General orders (Attitude change, 
Automatic spell casting level, Cast spell/ 
miracle, Flee Factor, Transfer, Keep Eyes 
open, Pray, Steal, Accept Quest, etc.); Town 
orders (Buy, Sell, Investigate, Talk, Rob, 
etc.); Wilderness orders (Dungeon Entry, 
Look for Town, Move, Track, etc.); 
Dungeon orders (Dungeon Depth control, 
Locate Room, Track, etc.). 

Maps are a part of every turn results. In 
the wilderness, a map of the island is shown 
with a small square indicating where the group 
is on the island. To the left is a larger map 
which shows the groups location and the 
surrounding terrain and creatures, towns or 
NPCs. If a group is in a dungeon, an 
underground map showing the various rooms 
and the level the group is on, is displayed. 

Movement is based upon the terrain 


inhabitants of the lands of You Rule!. 


travelled through and the movement rate the 
player sets for the group (Fast, Medium or 
Slow). Apparently, if one moves slow, there 
is a better chance of spotting traps in a lair or 
finding treasure in the wilderness. I usually 
move along at medium speed (21 Movement 
Points) and haven’t seen much of an advantage 
to moving slow in a dungeon or lair. 

So, how does the game ‘play’? I’ve been 
in Quest for about a year. I do not claim to 
know all! Let me say, that to me, Quest is ‘less 
than it seems’. 

The rulebook, which appears well put 
together, implies a choice in strategy for a 
player in Quest. To me, there is no choice. A 
player must build up his group and gain 
experience AND gold, or fall by the wayside. 
This is true whether one worships Baldor or 
Ythcal. A group will fight creatures and may 
end up spending a few turns healing. I’ve had 
several turns where I’ve moved across the 
wilderness and haven’t seen much. Some 
spells can help here...for example, a Detect 
Treasure Spell can be cast at the end of every 
turn. This way, your group can move to the 
‘treasure sites’ on the next turn. Quest does 
seem to have a frustration factor among those 
who play. A friend in pbm, Dan Lawrence, 
became frustrated. 

Dan wished to follow Garthrana and fight 
evil. He would move across the wilderness 
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Nobody has neighbor problems like the 
The orcs hate 


and encounter ‘evil’ creatures. Then, he 

would go back and try and fight them to gain 

favor. He told me he never had any luck 

finding the creatures in the succeeding turns. 

He would even use the ‘T’/Track order but 

was not successful. Frustration set in! Then, 

he entered a town and found a ‘hidden’ shop. 

This is a shop which does not appear on a shop 
list initially. The shop sold powders (A magic 
shop). So, Dan’s group moved to the suburb 
the shop was in but he did not see the shop 
listed. He then attempted to purchase powders 
from that shop but he was told he could not 
‘find’ the shop. Frustration became too much 
and he quit! Now, it is true that creatures move 
around in the wilds of Kharne! And I have had 
similar problems with trying to ‘track’, 
especially NPCs. Perhaps this is a function of 
skill levels or level of ‘friendliness’ a group 
has!? 

Another player (who is still playing), 
attempted to attack (Engage) another player 
group ina pop center. The attack failed. He 
was becoming frustrated... Well, it turns out, a 
group engage order will ALWAYS fail in pop 
center. However, I had previously attempted 
to steal from another group and had a ‘great’ 
battle with them. And had killed the other 
groups priest. So, I had told the player that I 
had fought in a pop center and could not tell 
him why he had not. The key here was that 
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the dwarves, the dwarves can’t stand the trolls, the 
trolls detest the elves, and similar problems exist with 
the ogres and humans. In fact, each race has one other 
race that it rules over and one race that rules over it. 
This natural superiority translates to a distinct 
advantage in battle. In You Rule! you must use this 
advantage to your benefit. Build mighty forces to 
explore and conquer a vast continent where each 
province is unique. Will the next province you capture 
have a valuable gold mine or be infested with Dutch 
Elm Disease? Train ten types of characters 
to high levels to help you manage your 
realm. Discover powerful magic 
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I first had attempted to steal. As to why the 
person who designed the game prohibited the 
use of engage orders in a pop center, but 
allowed steal attempts to turn into battles, is not 
known to me! But this little example does give 
you a hint as to how you can attempt to start 
a fight in a pop center! 

Battles are described in the rulebook. 
Fighters are at the front, thieves in the middle 
and mages to the rear. (If you follow 
Sundonak, your priests will charge to the 
front!). Otherwise, your priests will fight 
depending upon your alignment to a god(s). 
But since I don’t follow Sundonak, why are 
my fighters not fighting while my mages seem 
to get more than their share of injuries? And 
it seems my fighters are idle in half the fights 
my group has. No, I can’t explain it! 

Another aspect of battles is the chance of 
increasing a characters weapons skill level. 
(Don’t confuse weapon skill level with a 
characters inherent skill level. Characters, 
such as fighters, can start with inherent fighter 
skill in the high twenties or higher. Weapons 
skills start at zero). Well, I’ve never noticed 
any weapon skill increases, except through the 
use of training! I have heard from a player or 
two who say their characters have had 
increases after fighting creatures. I am 
disappointed that my characters aren't 
apparently smart enough to benefit from these 
fights...And I would expect that the inherent 


fighter skill level would also increase as a 
result of landing a ‘great axe to the chest’. That 
is not so! Another feature of battles is the 
groups retreat percentage. Say you set it at 
50%. Well, if your whole group suffers 50% 
loss of health, then it retreats. Your fighter 
could have only 10% loss of health but a puny 
mage might have 75%. The retreat is 
calculated on the total for all your characters. 
Then, should you want to go after the creatures 
and finish them off, but you don’t want to take 
a lot more damage, you might reset your retreat 
percent to 25%. Well, you already have that 
much loss of health, so until you either set your 
retreat percent higher (say 85%), or heal 
several characters, you will retreat ‘automati- 
cally’. 

My ‘favorite ‘ experience (so far) has been 
with the ‘Pray to All Gods’ order; or PO (‘P- 
Zero’) order. The rulebook does mention that 
praying to all the gods, “has a chance of 
increasing each priest's skill level”. So, after 
several turns of praying to ONE specific god, 
I tried a couple of PO orders as standing 
orders. A few turns went by and there was no 
increase. My results were, “perhaps more 
prayer might help”. But I did not want to do 
more than two PO orders, since I felt this 
would take my priest alignment away from the 
god I wished to follow. And I began to get 
frustrated with the lack of skill increase. I 
asked around and two players said they had an 


increase EVERY turn and two others said they 

were having the same problem I was having- 

NO SKILL INCREASE! This prompted 

letters to Adventures By Mail and messages on 

a play-by-mail forum, on an on-line computer 

service. ABM ultimately said they’d look into 

it. A player from England said he’d check with 

a GM at aLondon Convention. The English 

player informed me that there is a ‘threshold’ 

for each priest, and when using the PO order, 

this level must be reached in order to gaina 
skill increase. And this was based upon 
CONSTANT prayer. What that meant was, 

the PO order has to be used from turn 1. By 
my starting to use the PO order on turn 5 or 6, 
I was not .gaining anything but was just 
‘keeping even’, so to say. I had to make up 
the lost PO orders (which Ihave). Apparently, 
this is a game ‘secret’ which players are 
suppose to discover. I hope I don’t make many 
more discoveries like this one! Another way 
to“solve’ this PO order is to hire a new priest 
and begin the PO order with him. It’s like 
‘starting from scratch’. 

One of my continuing frustrations is that of 
‘non usable’ items. When a group goes into 
a pop center, it will see many shops in several 
districts. Some of these shops have some 
intriguing items for sale. For example: 
Paintings, Tiara, Glass orb, Locket, Bottle 
and Crystal Ball. I have seen paintings costing 
over one thousand gold. I wondered what is 
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a painting used for? Well, some of these items 
are apparently used ONLY in the ‘mini- 
quests’. You buy several at low prices and sell 
at higher. This, to me, is not too exciting. 
But, given the right quest a player group CAN 
make some gold...and experience. And here 
is a tip: When ‘questing’---buying and selling 
or delivering a message, there is no time limit 
to completing the quest. You can then hire one 
or two more members for the minimum 50 
gold, prior to completing the quest. Once the 
quest is completed, the new members will also 
receive gold and they can then be ordered to 
give their gold away to the others. Then, you 
‘kick’ them out! Who knows, this might even 
earn favor with Garthrana! 

Another item I have come to ‘hate’ is the 
crystal ball! Just the name alone brings visions 
of additional powers for my mage or priest. So 
I purchased one for 120 gold. I then tried to 
‘Use’ it (Use item order). You guessed it 
already, it did not, and has never, worked! 
And no one has been able to tell me what it is 
good for. Could it be just another mini quest 
item to buy and sell at a profit? I hope not! I 
‘investigated’ it! I used it on the ‘owner’. I 
used it on my group! I even used it on NPCs! 
Nothing happened. So what good is it?! 
(Perhaps some reader out there has the 
answer). 

One of the more ‘fun’ aspects of Quest is 
dungeon/lair delving. All my groups have 
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found one or the other. Although I have yet 
to find more than a two level dungeon. (There 
are up to twelve levels insome dungeons). But 
I have investigated two lairs..they are 
interesting. Each has had a torture chamber 
containing shackles, stocks and iron maidens. 
Believe me, I did expect to find some treasure 
in those torture chambers! I DID NOT! I can 
only say I did find some rations, some gold and 
aknife. Disappointing! Where are the magic 
rings and magic weapons or lost scrolls? Now 
it could be that these lairs had already been 
‘cleaned out’...who knows? There is nothing 
which might ‘tell you’, someone else was there 
ahead of you. That would be a nice touch, 
since one can spend several turns investigating 
each and every table, chair, bed, shackle and 
cupboard and find ‘nothing’ in all of them. 
(Each item has it’s own unique identification 
number). 

One of the most useful orders a group can 
use is the Investigate Order (IO). This can be 
used on almost all items, as long as they have 
a number. It can also be used on creatures, 
shops, etc. When in the wilderness, an IO 
order will cause a group to search it’s current 
sector and the surrounding sectors. Who 
knows, you might find an entrance to a 
dungeon! You can use a target of ‘99’ using 
the ‘I’ order and receive a report of your 
group’s current weapons skill levels. This can 
also be set up as a standing order. 
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The ‘Investigate’ order does seem to have 
it’s limitations. Several players have asked 
about services shops offer. The player 
produced newsletter advised players to use the 
‘T order an investigate the shop. Well, this 
gives little information. It does tell you if there 
are any special items for sale and whether the 
shop is well defended or not (This is good info 
for thieves!). But the information does not 
seem to tell you whether a magic guild will 
increase a mages skill level or by how much. 
I did attempt to buy strength for one of my 
fighters. This was ata shop (Gym). The cost 
was 250 gold but there was no indication of 
what kind of increase my fighter would 
receive. I bought the training and gained ONE 
POINT of toughness (Fighters toughness 
went from 68-69). No more Gym workouts 
for MY fighters! 

I did manage to obtain some additional 
Quest info from the on-line computer service 
I subscribe to. And my worst fears were 
confirmed. That is, that there are apparently 
many Quest items which have no use (besides 
the crystal ball?). The players who put 
together this list I had received, had even voted 
a ‘most useless item’ in 1992: A vase. (I 


would expect this is one of those mini quest 
items). 

I do have some tips and observations to 
pass on...Stealing can gain you more gold than 
in a dangerous 
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dungeon. And you can steal three times ina 
pop center before being ‘thrown out of town’! 

You can place gold in a bank in one town 
and travel across the countryside and withdraw 
it from another bank! (But it doesn’t gather 
interest--why not?). 

When a weapon is issued to a starting 
character, it becomes his/her ‘main’ weapon 
and the character will be more proficient with 
it than any future weapon (assuming you will 
continue to train him in his main weapon). So, 
it might be better to wait until turn 2 or 3 to 
purchase a characters first weapon. You might 
find cheaper prices at a different shop and save 
a few gold. 

Some spells gain more experience for a 
mage/priest and by casting spells, you can 
boost up a characters experience level so as to 
trade in the experience for higher skill levels. 

Some spells which take three 
powders are not necessarily out of the reach of 
a low level mage. The problem comes in 
finding pop centers which sell ALL nine 
different powders. I have not seen such a 
place. I did notice that a few out of the way 
villages had some of the more ‘hard to find’ 
powders. 

I have also noticed that by casting miracles 
of a particular god, this seems to move your 
group alignment toward the god quicker than 
by prayer alone. 

Another aspect of religion is that as you 
move away from a particular god, you will lose 
his/her higher level miracles. This allows a 
group to obtain ‘new’ miracles when desired. 

It is possible for two groups of the same 
player to fight each other. One friend tried to 
transfer an item and the groups fought. One 
of his mages died in the fight. 

By visiting a library in a pop center, it’s 
possible to find out where a nearby dungeon 
might be located. But I have found all the 
dungeons/Iairs I’ve explored by using the 
Detect Treasure spell. By investigating these 
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treasure sites, I’ve found the entrances. 

Alliances do not have a bearing on game 
mechanics. Groups do post alliance 
announcements in pop centers but there are no 
alliance orders - yet. (It requires 6 groups to 
form an alliance). 

There are some additions/improvements 
I’d like to see in Quest... 

I'd like a notation on how much damage a 
group does to another during the missile fire 
phase in battle. All it says is that a volley was 
exchanged but no indication of how much 
damage (if any) was given out or taken. So 
what is the purpose of missile weapons such 
as Jongbows or crossbows? 

I’d like some hint which indicates if a 
dungeon or lair has been ‘cleaned out’ or 
previously visited. I’ve ‘wasted’ several turns 
in a lair and came out with almost nothing! If 
it hadn’t already been cleaned out, it lacked 
even a minimum of ‘loot’ to make the 
exploration profitable. 

I’d like to see more gold inside those bags 
in the dungeons. One can make money by 
stealing! And I'd like to see higher bounties 
on hides and fur. Since pop centers don’t like 
to be overrun by vicious creatures, have them 
pay a bounty which makes it worthwhile to 
chase after those pesky critters. 

I'd like to see a notation which indicates 
whether a particular item has a use! Or is 
magical. When performing an ‘I’ order ona 
Crystal Ball, for example, all it says it that it’s 
normal and that “skilled mystics were once 
able to use a crystal ball to see distant 
places...and their scarcity makes crystal balls 
quite valuable”. These words imply a lot but 
so far, this item is ‘less than it seems!’. 

I'd like to see more miracles for each god. 
So far, there seem to be four main miracles for 
each. Perhaps once a priest gains enough 
experience or skill, he gains new miracles. 
We'll see! 

Iam still playing Quest. Quest is the first 


game I have continued to play despite the 
amount of frustration I’ve had with the game. 
The game does have the aspect of the 
‘unknown’ to it. There must be discoveries to 
be made and IKNOW there are magic items out 
there to be found! ABM has announced a 
program upgrade from KJC, the English 
Company which supplies the program. This 
will be implemented this month (August). 
Dungeon delving is fun if you find one which 
hasn't been cleaned out. And the price is right! 
($3 for up to 15 characters in one group). A 
player who joins Quest can get a feel for the 
game ina short time. I do think this is a great 
beginner game and the prospect of 
improvements will keep me playing. The set- 
up is free. Bob Cook is the GM and has been 
very patient with my questions and 


frustrations. But he still hasn’t told me the 
‘secret’ to the crystal ball! 
For more information, write to: 
Adventures By Mail 
PO Box 436 
Cohoes, NY 12047-0436 


PLAY SY 


A 


Dyke Crouch of Dymar Enterprises 


SLAY DRAGONS BY MAIL 


EverMoor IF 


Enter this realm of barbarians, beasts and magic... 
[74% “The turn results are clearly one of the best organized | have seen in 
eleven years of gaming.” 
-Richard Smith 
Paper Mayhem - Issue No. 42 
y You begin EverMoor as an Overlord, commanding armies of 
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orders to your leaders. But beware: Beasts roam the world and rival 
Overlords are plotting strategies of war and conquest. 
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game with turns processed every two or three weeks. 
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Then came the Night of Prophesies when a single dream was visited upon the visions of the Greatest Mages 
and the divine Icaders of the religions: 


In the tears of the heavens 
four shadows of the divine shall pray their last. 

A rainbow arch shall pierce the Darkness; it's vibrant 
gate shall banish Darkness 'til the Judgment Time. 
Before the Powers that Will to Be, shall stand a 
Champion mighty and strong. 

A Coven of the Faithful shall wait and see, 

a Kingdom of Destiny holds Tarvan for a song. One of 
Shadows shall come forth sparkling with Five Rings 
of Power. The Time will be adjudged and the 
Forces of All shall cower. 


A thousand years ago, the land of Tarvan consisted of five peaceful realms which were home to 
both Humans and Elves. They were places of magic and legend to be sure, and many a warrior and wizard 
spent their lives in pursuit of adventure. 

Then came Alaktor, an unimaginably powerful and completely evil being. Calling itself the Lord 
of Evil, Alaktor quickly subdued the princes and regents of each of Tarvan's realms turning them into 
beings of immense evil. Calling up a demonic cloud of darkness to surround the islands of Tarvan, Alaktor 
claimed them for an impenetrable base of evil. 

Over the next thousand years Alaktor directed his Favored to wage war upon the outer kingdoms 
bordering the central sea. Twenty years ago the invasions ceased, and word came that Alaktor was gone 

and the barrier of Darkness was weakening. 

True to the prophesy, a rainbow was seen from afar, moving towards the Darkness. In a flash of 


light, it banished the cloud and the barriers crumbled away. War cries were heard throughout the lands. 
Thus the adventures of the Dark Domain begin... 
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AAG is transferring all of its operations to 
its Pittsburgh-area office. Our new address 
for all correspondence is below. Mail will be 
forwarded from Maryland for several months. 
We apologize in advance for any delay. 

We are now offering a less-complex 
version of Krahlizek: The Last Battle. 
Military Krahlizek (MK) is the perfect way to 
learn Krahl’s favorite pastime. MK is just like 
Krahlizek: TLB, but you don’t have to worry 
about those loathsome peasants. There’s no 
Social State score, no bribes, and no revolts! 
Now you can be the bloodthirsty tyrant you've 

always imagined yourself to be, and can totally 
ignore the needs of the people. What more 
could a ruthless dictator ask for? Sign up now: 
Setup (rules, setup, and 3 turns) is only 
$12.00, rules alone are $2.50, and turns only 
$3.50. Krahlizek: TLB costs are: Setup 
(rules, setup, and 3 turns) is only $15.00, 
rules alone are $4.00, and turns only $4.00. 
Ask also about head-to-head and team 
challenge games, in either Military Krahlizek 
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ROLE-PLAYING 
PLAY-BY-MAIL GAME OF THE 
17TH CENTURY 


Sait the high seas of cilher The Spanish Main or The 
East Indies in a Lime gone past of adventure, greed, 
revenge, romance and treachery. Plan a sacking of 
Maracaibo with the pirate brotherhoods in Tortuga 
and skewer one of the pigs with your rapier when he 
foolishly calls you a traitor. Stage the capture of a great 
Morghul treasure flect in Madagascar while your base on 
the other side of the island is attacked by Portuguese 
Dirate-Hunters. The limit is your imagination! 


or Krahlizek: The Last Battle. 


Aggressive Addiction Games 
P.O. Box 361 
Cecil, PA 15321-9901 


DELTAX GAMING 


STAR QUEST Game 4 offers new 
challenges to players as they battle the galaxy 
for domination. POST-IT has updated the 
game and added a new twist by having ALF’s 
(Alien Life Forms!) inhabit the worlds and in 
order to gain control they must first be 
eliminated. There’s still plenty of diplomacy, 
trade and war mongering in the game to 
provide something for everyone. Currently we 
are taking sign-ups with the first due date 
October 20. We do adjust positions for delayed 
starts. Please call ASAP so we can get your 
start-up to you. 

STAR QUEST Game 1 Things seem to 
be drawing toa close. We believe it has been 
a great game and think our players would 


agree. 


Features include: 


Game 2 has settled down to a cease fire for 
the moment but things are far from over and 
everything’s still up for grabs. 

Game 3 After a terrific start, things seem 
to be moving along nicely. We do have some 
stand-bys available and will offer them to 
Paper Mayhem readers at a discounted rate of 
$4.00/per turn for the first 7 turns and then 
normal order and processing terms will apply. 

Start-up packages for STAR QUEST 
include maps, help disk for IBM compatibles 
(new version 4.0 now available), rules, notes 
for beginning players and empire. Start-up 
prices vary between games. 

BLOOD GORE & GUTS ACROSS 
THE GALAXY Game 2 We are happy to 
announce the start of game 2. In its first go 
round the game is being well received and we 
are accepting sign-ups for Game 2. Ifyou like 
combat and galaxy domination then this is the 
game for you. It’s faster paced than STAR 
QUEST and it’s a $5.00/turn fixed fee game 
There are still positions available and we are 
offering them to Paper Mayhem readers at a 
special rate of first 5 turns for $15. 


+ Over 10,000 locations and over 100 ports and colonies 
covering the West Indics, Spanish Main, Africa, Arabia and India. 

+ 5 character types from Pirate to Governor and 6 nationalities 
from Spanish to Native Indian. 

+ Increase in 20 skills as you gain experience. 

+ 80 types of computer-moderated actions to perform plus hand- 
moderated free-form orders. 

+ Play up to 2 positions with no turn deadlines. 

+ Over 50 installations you can build, eg., taverns, brothels, silver 
mines, sugarcane plantations, shipyards, etc. 

* Develop and design your own ships, cannon, weapons, items, 
installations, flags, etc. 


+ Interact, diplomacize and form Brotherhoods with other players, 
+ Historical pirates, buccancers, governors, etc. as NPC's. 
+ Monthly News and Rumor sheets contributed to by the players. 


Startup is $10 and includes rules, 2 maps, 
character generation and the latest News 
and Rumour sheet. Turns are $6 cach with 
one free turn added for checks over $50. 


Send checks and startup requests to: 
Bill Daspaliaris, 9 Norman Drive 
Gales Ferry, CT 06335 


Also ask about our other DBM game 
“Samurai Warlords”. 


WORLD EMPERORS II Game 2 


Congratulations to STAN SORD who 
successfully achieved world domination. We 
hope to start a new game this fall. This is a 
$4.00/turn fixed fee game and it’s great for 
novices in the industry. WORLD 
EMPERORS II is a conquest game set in a 
time distorted ancient/medieval world. Start- 
up includes map, rules, position and 5 turns 
for $16. We are accepting sign-ups for a new 
game. 

GAMEPLAN is underway as well with 
our first basic league. The season is 
progressing nicely and with the football season 
underway this fall you don’t have to just watch 
you can participate as coach of your own team. 
There are teams still available in our first 
league, you can start now and still make the 
playoffs. 

DOMINATION Always an oldie, but 
goodie continues to garner new fans. We are 
accepting sign-ups and the best news for 
DOMINATION players is that we only need 
10 players to starta game. So graba friend or 
two and sign-up today! 

BLITZKRIEG is going to be our newest 
offering from POST-IT Games and as you 
can guess ithas a World War II setting. Weare 
in the process of editing rules right now and 
will make them available to interested players 
for $1 to cover printing and & postage costs. 
We will be taking sign-ups later this fall. 

DELTAX GAMING generally operates 

on a 3-week turn around for most of our 
games. This gives everyone an opportunity to 
plan and converse with other players. We are 
always happy to answer questions and can be 
reached in a variety of ways: by phone (314) 
227-8509 CST or fax (314) 227-2130, both 
are available 24 hours a day, through 
Compuserve at 72260,745 and of course by 
mail. We offer incentive credit to any player 
who recruits a new player to any of our games. 
Both the recruiter and new player receive $5 
game credit as long as the new player mentions 
the recruiter's name. We also offer 10% game 
credit to any player who pays by check in 
increments of $50 or more. We take credit 
cards and give a 5% game credit to players who 
charge $50 or more. 


Deltax Gaming 
548 Great Hill Dr. 
Ballwin, MO 63021-6260 


ECKERT GAMING GROUP 


We've reintroduced our Special Set-up 
Deal on Seeds of Destruction. The Seeds of 
Destruction rules are only $2.50. A set-up and 
four turns is $10.00, and the set-up and ten 
turns are only $20.00. The rules are free with 
your first set-up. Turns are only $4.50, and 
they never increase. So we've reinstated the 
ten turns for $20 set-up, and reduced the 
turnfee from the old $5.00/$5.50/$6.00 


turnfee, and the turnfee never goes up. There 
are never any additional charges. 

How did we do it? We’ve streamlined the 
order system, so that fewer orders can handle 
all of your needs. Ships can now be assigned 
to their fleet as they are built (saving a transfer 
order). Troop pick-up orders are done by 
fleet, not by ship, and breakthrough research 
always gets you the best possible part of that 
type. There is no longer any limit on the 
number of parts you can have. The gameplay 
is the same, but order-giving is now much 
easier. 

We reintroduced our FIVE turns for $5.00 
set-up in Death & Sorrow. This introductory 
level wargame is fast paced and deadly. 
Games usually last 13-15 turns. Rules, set-up 
and five turns are only five dollars. Turns are 
$2.50, $3.00 for turns ten and beyond. Rules 
for this game are only $1.00. Players outside 
of North America can play for $6.00 set-up 
(including five turns!), and only $0.50 extra 
per turn. 

In response to suggestions that we provide 
some hints to players in Seeds of Destructions, 
we provided some advice for early turns in the 
last two issues. We'll continue that here. New 
games will start with star systems closer 
together, and fewer unpopulated star systems. 
This means that your star systems, especially 


Each player controls a small group of nobles, who in turn may 
lead commoners. Nobles may fight, build ships and castles, 
explore, trade, slay monsters, study skills such as construction, 
beastmastery and combat, and research spells in the six schools 


of magic. 


Turns cost US $2.50/each and rum once per week 


The Olympia campaign has no set conelusion, and will last for 
many years, with new players continually joining. The map 
has thousands of provinces, each containing features such as 
cities, ruins, lairs, sacred groves, etc. The game is capable of 
supporting thousands of players in the same world. 


your home system, need to be defended earlier. 
Also, since breakthrough research is not held 
up by the need to optimize parts, your enemies 
can move through several generations of 
weapons systems in just a few turns. So don’t 
get left behind. The old practice of ignoring 
weapons for the first five turns can’t be done 
anymore. Ata minimum, pick one of the three 
primary weapons types and move ahead two 
generations over the first five or six turns. 
Early generations are cheapest, so be sure you 
don’t get needlessly left behind. 

Another change we made in research is to 
allow players to choose the part to reach in 
breakthrough research. Every time you make 
a breakthrough you will be told what parts can 
be discovered from this new part. Youare told 
what the primary attributes of the new part(s) 
will be. For example, if you achieve a 
breakthrough in Particle Weapons, you will be 
told the Power, Accuracy and Reload rate of 
the weapons that you can discover from that 
new part. You can control what aspect of the 
part you want to concentrate on. 

Information on our games is always free. 


Eckert Gaming Group 
P.O. Box 16384 
Rochester, NY 14616 


Internet: info@pbm.com 
Reachable from alk major online services 
e 


“Across the Net Lies a Realm of Adventure” 


Shadow Island Games 
P.O. Box 6435 
Somerset, NJ 08875-6435 

908-469-1992 


Paper Viay den 


see our section in the PBM Activity Corner to 
get a glimpse into the recent happenings within 
the guild halls. 


ENTERTAINMENT PLUS MORE 


The latest news with Entertainment Plus... 

Roughly 50 Adventurers Guild players 
met for a day during GenCon, with the sounds 
of combat and camaraderie filling the air. 
Monsters were slain, enemies became friends 
(or at least acquaintances), and many great 
ideas were discussed. The deities will 
continue to take a stronger interest in world 
events. More ways to develop and 
differentiate your character will be introduced. 
And of course more monsters, magical items 
and nasty traps await those brave enough to 
venture out of the guild. 

If you are just curious about AG an 
introductory brochure is available; just send a 
self-addressed stamped envelope (#10, 
business size) and you’ Il receive it shortly. As 
a special offer to the readers of Paper Mayhem, 
you can write “referred by Paper Mayhem” on 
your first Adventurer Creation Sheet, which 
will give you a $5 credit to your account. 
Please note this takes the place of being 
referred by another person, and that the credit 
more than pays for the rulebook. 

Why not send for a rulebook ($3.50, over 
30 pages, with illustrations) or informational 
brochure (29¢ self-addressed stamped 


Entertainment Plus More, Inc. 
P.O. Box 2578 
Appleton, WI 54913-2578 
Phone: (414) 749-9597 
FAX: (414) 749-2721 


FLYING DUTCHMAN GAMES 


First, let me clarify the special offer issued 
in the last Gameline. It should have said: join 
a game in the next two months, and get 5 turns 
for the price of 3 - a $30.00 value for $15.00 
(my mistake, not Daves - he printed what I 
wrote). You must also mention that you want 
the Paper Mayhem Offer. 

Next, and even more exciting to all PBM 
players is PBMCon. This will be the first 
major convention dedicated to the face to face 
playing of PBM games. Flying Dutchman 
Games is organizing this event to bring your 
favorite game companies and their players 
together for a weekend of gaming. See the ad 
for PBMCon in this issue for further 
information. 

Flying Dutchman Games 
PO Box 957434 
Hoffman Estates, IL 60195 


envelope requested) today? If overseas, please 
add $2.00 for the rulebook. Also be sure to 


SEEDS 
OF 
DESTRUCTION 


Detailed Game of Space Conquest -Closed-Ended 
Design Your Own Ships! 
100 % Computer Moderated. 


NEW LOWER PRICE: $4.50 per Turn 
Turnfee Never Goes Up 
No Hidden Charges, EVER 
NEW Streamlined Order System 
Ultra-Set-up: Rules and TEN TURNS: $20.00 


Eckert Gaming Group 
P.O. Box 16384 


XD 
Rochester, NY 14616 
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(708) 885-4689 
CIS: 70674,2424 


FRACTAL DIMENSIONS 


CanGames, AndCon, RudiCon, SimCon 
and PenteCon. If you are at anyone of these 
conventions, stop by the dealer’s room and say 
“HI” to the staff at Fractal Dimensions. 
Browse the displays, ask questions and pick 
up an information flyer and gaming magazine. 
While you’re there, please congratulate the 
staff for their contributions on A Duel of A 
Different Color, winner of White Wolf 
Magazine’s Best PBM of 1993 “Wolfie” 
Award. They will be happy that you did. 

The Fractal Spectrum, FD’s own gaming 
magazine has grown to 20 pages sporting a 
new format. It now has gaming fiction, news, 
reviews and articles as well as being a forum 
for FD’s own games. Subscriptions to the 
Spectrum are $5.00 per year (4 quarterly 
issues). Individual issues are $1.25. All 
players of Fractal Dimensions’ games receive 
the magazine free of charge. We are always 
looking for submissions of art and articles. 
Please contact us for a copy of our submission 
guidelines. 

Playtest for Toadal Chaos - The Frog 
Wars is going well. If all keeps to schedule, 
we should be starting production games before 
Christmas. TC-TFW is a PBM game that 
simulates the primitive warfare of amphibian 
settlements on the distant post-holocaustic 
planet, Reptilia. Mutated frogs, lizards and 
toads, which congregate to form tribal 
societies, follow the path of man by engaging 
in small scale warfare. The warring clans 
survive by partaking in open fights for 
territory, raids on rival villages and 
expeditions to find items and ancient artifacts. 
Make no mistake! Toadal Chaos is a fantasy 
wargame played on a hexmap. Created in the 
tradition of classic boardgames, players will 
receive a map of the land with all the 
information that is needed for play each and 
every turn. 

Each game has between four to ten players 
where every player will control a native 
Reptilian settlement and its occupants. They 
will coordinate their settlements’ warriors in 
combat (both magical and conventional), 
orchestrate enemy captures and forge alliances 
to fulfill their scenario’ victory conditions. 
This is not a large scale wargame, but a small 
scale one on the individual level. TC-TFW 
rulebooks are $3.50. Each turn is a fixed rate 
of $3.50. 

For those readers and players who have 
access to a computer modem and terminal 
program that supports the zmodem protocol, 
you can access our ChaosNet BBS at 
(607)753-6579. This number will allow you 
to logon to our computer network and retrieve 
Statistics and information about our games. 
With prior acknowledgement, players are 


allowed to upload game turns and download 
their results. This type of transaction will 
entitle them to a 10% “Dutchman Discount” in 
playing FD games. Users can exchange e-mail 
messages with FD staff, playtesters and 
DUEL/TOADAL players. SYSOP: RATT 
or ROOT. 

Just for general information, A Duel of A 
Different Color 40-page source books are still 
$5.00. DUEL setups, which include the 
source book and two turns, are $13.00. 
DUEL’s turn fee has a fixed rate of $5.00 for 
playing 5 student characters. Play is runtwice 
a month. (Also, see our ad elsewhere in this 
issue of Paper Mayhem.) For information 
concerning Toadal Chaos - The Frog Wars 
or A Duel of A Different Color, send a SASE 
to our address below, e-mail via the Internet or 
our BBS, or just call us. 


Fractal Dimensions 
17-29 Main St., Suite 316 
Cortland, NY 13045 
Internet: fractal@fractal.cit.cornell.edu 
FD ChaosNet BBS: (607) 753-6579 
Voice Phone: (607) 753-9246 


GAMER’S DEN 


Gamer’s Den is a PBEM gaming 
company, and anyone with access to Internet 
electronic mail or a CompuServe account can 
play in our games. The PBEM gaming 
experience at the Den is very different from its 
paper gaming counterpart. Foremost is the 
built-in turn checking that eliminates the order 
entry errors so common in PBM games. 
Games proceed at faster paces (once a week or 
more), turn submission and results are 
transferred in hours, and rules are available for 
free on-line. Most of our games feature free 
graphical interfaces to browse turn results and 
generate orders. Our prices are significantly 


cheaper than most PBM fees. 

Right now we offer two games, Phoenix 
and VGA Planets. Industrial Empire and 
Odyssey should both be commercially 
available before the end of the year. New 
accounts get 2 free turns in all our games, and 
you can get 4 free turns of Phoenix for each 
player referral. We publish a monthly e- 
newsletter and post copies on the Internet, 
CompuServe and AOL. 

Phoenix is a close-ended PBEM space 
game of diplomacy, exploration, economic 
expansion and military conquest. The game 
has a strong wargame feel to it, and units and 
player positions are elegantly balanced. Each 
game has a new galaxy, so no two games play 
the same. You control a space empire 
composed of one of seven different racial types 
expanding from a single homeworld. Your 
goal is to control over half of the galaxy, either 
singly or jointly with up to a quarter of the 
players in the game. Pump R&D points to 
increase your combat, sensor, jump drive and 
science technology. Balance your military and 
economic growth as you explore the galaxy 
and search for your neighbors. Drop off 
command centers on secure planets to monitor 
and direct your expansion. Centralize your 
production ona few planets or distribute your 
efforts. Most important, negotiate with other 
players while playing close attention to the 
planet tally to insure you are one of the 
winners. 

You can start off in single player Phoenix 
games to learn the rules and play the game at 
your own speed for only $1.00 per turn. 
Practice with each of the different races to get 
a feel for the strategies involved. Then, when 
you are ready, jump into a multi-player game 
for $2.50 per turn. You can test your 
wargaming skill in two player challenge 
Mercury matches, join into the diplomatic web 
of the 20 player Jupiter games or signup for 


Æ tha cod caly the mightiest , most diplomatic, and most cunning of Kings will at ca the — 
(irme of 
| 
Zy pianon 


° Build Your Owa Nados , Choose 
Streagehs and Weaknesses 

° Arerzgo Gama Længe 30 Teras 

* $600 Por Tara - No Hidden Foca 


Where to Specialims , Choass Your Own 


anything in between. If you’ve got an MS- 
DOS machine with VGA, then we’ve got a 
treat for you. The Phoenix Ambassador by 
Dan Moen of What Software is available for 
free. It is a great graphical tool to help you 
browse through the galaxy and plot your steps 
to conquest. Dan spent a great deal of time on 
the program and it shows. The program 
features nice artwork by Bart Van Bael. The 
200+ page Phoenix Player’s Guide is 
available for free ftp download on the Internet 
and CompuServe in the PBMGAMES forum. 
We have printed copies available for $15. The 
Guide is filled with strategy and tips, so it is 
a great companion to arm-chair generals. 
There are also several Unix based tools that 
players can take advantage of including a battle 
simulator written by Steve Mann and an ASCII 
turn browser written by Jim Griffith. 

For those VGA Planets players and 
wanna-bees, we host public and private games 
for only 50 cents a turn with a maximum of $15 
per game. For games that run over 100 turns, 
that’s less than 15 cents a turn for professional 
moderation. VGA Planets is Tim Wisseman’s 
open-ended space conquest game that uses a 
VGA MS-DOS graphic interface. 

Our most ambitious game to date - 
Industrial Empire - is now in playtest. You are 
the president of a western-style country set in 
the tech level of the barely pre-nuclear era. 
Your task is to guide your nation through the 
rocky waters of international politics and 
military conflict for a standard term of office. 
Victory goes to the player who guides their 
nation best, based on the happiness of the 
people at the end of the term. Your people’s 
happiness is driven by three different 
measures: consumer spending, life expectancy 
and the size of your Empire. 

In Industrial Empire, you are in complete 
command of the military and diplomatic actions 


of your country. You influence economics 


GIS» Setup Normally a $32.00 Vatsa 
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through tax policy, trade policy and the 
buying/selling of strategic materials on the 
open market. An AI plays the role of your 
civilian economy, trading with other cities in 
the world, spending money on consumer 
goodies, growing the factories and mines, 
saving money for a rainy day and 
manufacturing military and civilian products. 
Your people are generally loyal and will 
support you in most activities. 

Industrial Empire was written by Dave 
Pare and Jonathan Lee of Network Games 
Limited, and the game offers a rich computer 
AI controlled back-drop for players to direct 
their nation’s quest for civic happiness. Each 
facet of the game is tracked and handled in 
enormous detail, and you must master the 
resource, economic and supply issues that face 
industrial nations as well as grappling with 
military issues. Games will cost $3.50 a turn 
and feature the Advisor, a required player 
interface for PC Windows and some Unix X11 
platforms. 

To find out more about signing up, you can 
send Internet email to info@den.com or 
download the file INFO.DEN in library 15 of 
CompuServe’s PBMGAMES forum. We also 
have files on America On-Line - use keyword 
PBM and look in the File Library. 


Gamer’s Den 
PO Box 390755 


Mt View, CA 94039-0755 
Internet Readme: info@den.com 
Internet Support: support@den.com 
CIS Readme: INFO.DEN in lib 15 of the 
PBMGAMES forum 
CIS Support: 73613,3472 


JFH GAMES 


Because of the high demand for World War 
IV, JFH Games and High Point Games have 
signed a licensing agreement with Rolling 
Thunder Games, Inc. All three companies will 
now be offering WW IV. Rolling Thunder 
will be offering e-mail only games with a faster 
turn-around time using the World War IV 
Input Management Program (WIMP) and their 
own BBS system. Free on-line rules will be 
available and interested players should contact 
them. All three companies will also offer 
standard 40 player games. JFH and High 
Point will offer other services and game 
variants. Currently, High Point is offering a 
beginners only game, while JFH is offering 4- 
player team games, where alliances cannot be 
changed. This team game scenario also 
restricts the advantages of “secret allies” so 
commonly found in most PBM games and 
starts with only 28 players instead of 40. If 
you have a group of friends that would like to 
play together as a team and you want to know 
who the other groups of friends are up front, 


contact JFH for team game information. 
LLUCKY LLAMA GAMES 


Llucky Llama Games announces a new 
introductory form of the fantasy wargame, 
You Rule! You can now play a solitaire game 
of You Rule! on a thirteen province map 
against a position run by the computer. This 
will allow you to learn to play before you have 
to fight against live competition. Another 
advantage of the solo game is that you can play 
at your own pace. You can send in one turn 
a month or play by email and send in a turn 
every day. 

To play a solo game, just send $10.00 to 
Llucky Llama Games. This covers rules, 
setup and the first five turns. Subsequent turns 
are only $1.50 each. If you already have the 
rules, setup and turn one are free and 
subsequent turns are $1.50 each. When you 
feel you are ready to play against human 
competition, we will give you a startup in a 
regular game at no charge. 

In other news: Llucky Llama has had a 
baby! Alison Page Thomson was born at 
12:05 pm on August 18, 1994. She is the most 
beautiful 6 pound, 14 ounces her proud parents 
have ever seen. Alison was kind enough to 
arrive on a day when no games were due to 
run, so no turns were run late. In fact, in our 
six months of operations we have never runa 


QUEST OF THE GREAT JEWELS 


In Quest of the Great Jewels, choose to be one of four races: 
The Azoni, builders of great citadels; the Quntag, rulers of vast 
empires; the Rilris, hoarders of great wealth, or the Slenth, 
destroyers and ravagers of the land. Begin as the ruler of a 
single province and send your armies out to Julfill your race’s 
destiny. Quest is a fantasy wargame combining elements of 
strategy and tactics with a healthy dose of magic. Over 90 
magical talismans abound in the game, each granting its owner 
the ability to bend the rules in some way. 


A sampling of the magical talismans: 
“DOUBLE WHAMMY” ----~ allows an army two attacks per 
tum. 

“CLOAK OF DARKNESS” -- renders an army invisible until 


it attacks! 
adds 25%-50% of enemy troops 


killed to your army! 


“ZOMBIE MASTER” 


MAIL GAME ~ ORIGINS 1985 & 1986 * + 


+ * WINNER — BEST FANTASY PLAY-BY- 


cludes the rules, setup information, and the first three 


Send $15 for the starter package which in d by EMAIL. Contact: 


turns. Turn fees are $5.00, $4.50 if submitte 
Flying Dutchman Games 
P.O 


. Box 957434 


Hoffman Estates, IL 60195 


22 Paper Mayhem 


turn late. compare in an underground labyrinth known rulebook it will cost you $15.00. So you 
only as the “Kavernes”. Danger, wealth and bargain-hunters out there in PBMland better 
Llucky Llama Games 


knowledge await those who dare the i 
a ; ait t pay close attention and grab the rules package 
80-Q nn annie Highway unknown. Now imagine sucha gamethatdoes before the price increase takes effect. 
ox not empty your pocketbook in one fell swoop- R in)! 
Half Moon Bay, CA 94019-1667 p- Remember, you have been warned (grin) 


-Kavernes is just that game. Kavernes requi i ing: i 

a x quires You might be asking: what is New Dawn 
Phone/Fax: (415) 712-0283 merely $6.00 to get started. That’s right! You all about? Imagine an enormous island called 
only need spend $6.00 to get the rules, setup 


Extraordinaire. On this expanse lies an 
and two turns. intriguing mix of cultures--including such 
exotic races as the Amazon, Celt, Centaur, 
Dwarf, Elf, Harpy, Kzinti, Liont, Minotaur, 
Ogre, Orc, Ozz, Raccoon, Raght, Scorpio, 
Shroom, Stein, Troll, Vampyr, Wolfen, 
Weirwolf, Xorpion and Zulu. Characters in 
New Dawn can assume such fascinating skills 
as Alchemist, Archaeologist, Assassin, 
Carpenter, Druid, Engineer, Farmer, Gam- 
bler, Healer, Historian, Hunter, Linguist, 


MARGUERITE DIAS Thereafter, Kavernes costs 


only $1.50 for a three-Actionturn. In this day 
and age, we consider that a bargain. 

And don’t be fooled by the low price. 
Inexpensive fees do not mean poor quality 
turns. Kavernes is a game with laserprinted 


Are our Play-By-Mail games for 
everybody? No. Our PBM games don’t 
attempt to be all things to all people. We design 
games for a mature audience. With this in 
mind, we insist ona written, signed statement turns, high resolution graphics, stirring prose, 
from each new player attesting to the fact that unbridled imagination and a fifteen-day turn 
he or she is 18 years of age or older. Without cycle. No one can equal, not to mention 
this statement on file, we won't permit an surpass, what we offer postal gamers. 


individual to participate in any of our games. Naturally, you'll have to see it to believe it, but Mason, Miner, Mystic, Necromancer, 
We’ll admit that we're probably limiting the  Kavernes is for real! Take a chance, try Physician, Psychic, Rancher, Scout, Sculptor, 
market for our PBM games, but we have to Kavernes. You won't be disappointed. Slaver, Spy, Telepath, Thief, Tinker, 
remain true to the spirit of our postal games. Last call. Last call, you ask? Yes, it’sthe Torturer, Tracker, Troubadour, Vintner, 
Having said all this, let’s goontothelatestand last call for the $10.00 New Dawn rulebook. Weaver, Wizard, and more, more, more. 
greatest news (grin). Beginning in January of 1995 the price forthe And, for the brave, characters can accept the 
“Kavernes” our PBM game of solo 120-page rulebook for our fantasy game will calls of the gods with religions as diverse and 
adventure of exploration, intrigue and the be permanently increased to $15.00. We've mysterious as Aero, Damned, Earth, 
bizarre, continues to grow, thanks in no small been losing money on this massive rules set Emporium Of Evil, Golden Hyena, Grey 
part to a laudatory review by B.E. Wrightin since we began offering them to potential Man, Midnight, Pod, Seven Sisters, Sol, 
the last issue of Paper Mayhem (thanks, players in early 1994, but we elected to suffer Sparta, Tarantula and Void. 
Bruce!). Envision a compelling storyline quietly until the year was out..but 1995 will be Most people cannot begin to grasp the 
where you take on the role of a character a different matter. Come January 1, 1995, if depth of New Dawn. Itis a world of enigmas, 
anxiously searching for riches beyond you haven’t already gotten the New Dawn of realms where magic and mayhem assure 


Why would you want to 
try a game that has been 
rated as one of the top fs: 
wargames by PBM'ers 
year after year? 


m THIRTY DIFFERENT COMBAT UNITS! 

m FIVE MOVEMENT PHASES EACH TURN! 
a HIDDEN MOVEMENT! 

m A NEW MAP EVERY TURN! 

m DIPLOMACY! 


m COMPANY EXPERIENCE-OVER 200 12-PLAYER GAMES PLAYED! 
m "NEW PLAYER" GAMES FORMED EVERY MONTH! 


= BEST E-MAIL "FRONT-END"! WCVIEW!...FREE!! 


STARTUP TODAY! $19.00 FOR RULEBOOK AND 1ST THREE TURNS! 
$5.00 PER TURN THEREAFTER (E-MAIL DISCOUNTS AVAILABLE!) 


An Operational Game of Air, Land and Sea Warfare 


WORLD CONOUEST 


Prime Time Simulations, PO BOX 650, Pinole CA 94564 Voice: 510 245-1300 Fax: 510 245-1201 BBS: 510 245-1202 


STRATEGY, 
TACTICS, 
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characters that nothing is ever certain on the 
isle of Extraordinaire. Almost nothing is 
impossible, almost nothing is forbidden. 

Joining New Dawn is simple enough. 
Rules are $10.00. A setup is $5.00. Turns, 
depending upon length and complexity, 
usually run the gamut from $2.50 to $5.50. To 
become involved in New Dawn is to be 
immersed ina richly detailed game, highlighted 
by crisp, laserprinted turns, stunning graphic 
maps, high quality illustrations, sophisticated 
prose, and unpredictable plotlines that you will 
not find anywhere else on the Play-By-Mail 
scene. But if you have your doubts--and many 
do--then merely order the New Dawn 
rulebook. We think you'll be impressed by 
what you see. The New Dawn rules are 
second to none in terms of scope, 
thoroughness and innovation! 

Lastly, we come to “Cyberfringe”--our 
“sleeper” game. This is not a game for 
everybody. The theme--cyberpunk--is more 
than slightly unusual. In fact, Cyberfringe 
may be about the only American PBM game 
belonging to the cyberpunk genre...how’s that 
for being unique? 

As the title would indicate, your character 
is part of a dark future where technology has 
overrun civilization as we once knew it. The 


year is 2054. Nations are dead. 
Megacorporations live...and control 
everything...except the Net where the 


rebels...the cyberfringe...exist, always just 
beyond the monopolistic grasp of the Suits. 
Each new player assumes the role of a 
character, given a HAL 4500 terminal--highly 
illegal--with which to enter the Earth 
Cybernetic Network and perhaps make some 
sense of the technological insanity of the 
corporate mindset, Naturally, the Suits are 
unhappy--so unhappy that they'd immediately 
terminate you with extreme prejudice...if they 
could locate you. The cyberfringe are too 
intelligent, too inquisitive, too elusive, too 
independent. Only the beleaguered 
cyberfringe make the difference on a planet 
where an elaborate electronic tableau has 
infested and subverted every level of society? 

Players are gradually participating in the 
futuristic chaos of Cyberfringe. To become a 
part of a high-tech society of wirepirates, 
nerds, phreaks, netsurfers, silicon-worms, 
fingerdaemons, taphackers, swappers, 
phoneclones, giga-gurus, braindrainers, info- 
addicts, minor-servers, Trojan Horsehandlers, 
webwinders, rootcrackers, pixelzombies, 
cronos-cops, tronic-slackers, comp-trippers 
and dotswappers, you need only signup. The 
rules for Cyberfringe are $1.50. A setup is 
$1.50. A turn is $2.00. A double-turn is 
$4.00. 

Be a part of the Cyberfringe. Jack in and 
zone out! 2054 is hell, but it’s hell spawned 
from a silicon paradise gone bad. 

To begin play in Kavernes, New Dawn or 
Cyberfringe, simple send us a check (make 
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payable to “Marguerite Dias”), along with a 
signed statement indicating that you are of 18 
years of age or older, and then await the 
excitement of our adventures, soonto arrive at 
your mailbox. Once you indulge in our 
sophisticated games, Play-By-Mail will never 
seem the same again! 


Marguerite Dias 
1650 Sequoia Ave 
Tracy, CA 95376 


PRIME TIME SIMULATIONS 


Greetings! 


If you’ re looking for anew game challenge 
or are new to PBM, you'll find our game, 
WORLD CONQUEST, an excellent value 
for your entertainment budget! Why? 


* EACH game has acompletely unique 
map designed to allow for all players to 
start equally without unfair geographi- 
cal advantages! 

* EACH turn you receive a NEW laser 
printed map, showing your units and 
the that of your neighbors! 

* Take on a persona! - You can name 
EVERY unit and EVERY production 
center under your control! 

* NO artificial unit stacking limits! Pile 
as many units as you can muster into 
the same square and make your enemy 
cringe! 

* Messages can be sent to one or all 
players in our game system! Messages 
can even be sent anonymously! 

* 100 % computer moderated! 


With over 70 12-player games currently 
running, the basic game remains one of our 
subscribers favorites! 

Our variant MODERN WORLD 
CONQUEST, offers our experienced players 
a new challenge to experiment with various 
orbital satellites, stealth units, and, of course, 
nuclear options... This game boasts some of 
the fastest, lethal action around! 

Prime Time Simulations also offers 
head-to-head (1 on 1) games! Each game is 
played until one player cries UNCLE! The 
map will be reduced size to accommodate the 
game system. This game system is a LOT of 
fun! Now you can challenge anyone to put up 
or shut up! Currently, the e-mail version is 
free to subscribers! 

Our e-mail operations have really taken 
off! We post thousands of game positions each 
month on our dual line BBS! WCVIEW, our 
E-mail graphical “front-end” for the WORLD 
CONQUEST game system is unrivaled!! The 
rules and WCVIEW can be downloaded for 
the price of the phone call! Browse around, or 
ask the sysop for a standby position! 


Prime Time Simulations 
P.O. Box 650 
Pinole, CA 94564 
Voice: 510-245-1300 
Fax: 510-245-1201 
BBS: 510-245-1202 


ROLLING THUNDER GAMES, INC 


The big news this issue is that Rolling 
Thunder Games has licensed the right to 
operate World War IV in the U.S. World War 
IV is a fast-paced, global scale military 
conquest game for 40 players. Military action 
is supplemented by a variety of covert, 
diplomatic and economic order possibilities. 
It’s fully computer moderated, supports email 
turn submission and has lots of cool units like 
Ballistic Missile Subs, Mobile Tactical Guided 
Missile Launchers, Stealth Bombers, Airmo- 
bile Engineers, a wide range of thermonuclear 
weapons and lots more. World War IV has 
been ranked very highly in Paper Mayhem and 
is also operated by High Point Games and JFH 
Games which will continue to run games under 
the terms of our agreement. 

World War IV turns are very easy to fill out 
and are pretty inexpensive to boot. Rules and 
the email turn entry program are free if you 
want to download them from our Thunder 
BBS. Alternately, we can send you the rules 
and programs on disk (PC only for programs, 
PC & MAC for rules) if you wish. The rules 
disk is FREE of charge. Turn fees are quite 
reasonable at $6.00 for standard turns and 
$4.75 for email turns. Huge positions have the 
option of submitting a Superpower turnsheet 
(which effectively doubles the number of 
orders you may give) for only an additional 
$3.00. That's it! - even the largest position 
will run you no more than $9.00 a turn ($7.75 
if you are playing email). 

Rolling Thunder Games is currently 
accepting signups for the first game of World 
War IV. The game will start as soon as we 
have the first 40 registrations in hand. Setups 
may be submitted email, via our FAX service 
or via the phone if you are in a hurry to get 
started (grin). The first game will be a 
standard game with a two week turnaround 
cycle. If you have played World War IV 
before, be aware that the starting units may be 
different in our games and that the 3rd edition 

rules (the most up-to-date version) are being 
used. 

Rolling Thunder Games, in order to 
provide better service to our customers, has 
added FAX service, a second phone line for 
our Thunder BBS and an optional VISA/ 
Mastercard automatic payment plan. Full 
details are available in our *free* informational 
package. 

Victory! Game #37 (regular) has just set 
up and we now are accepting registrations for 
Games #38 and #39. There are some new 


rules going into effect with these games so if 
you are a veteran of an older game and would 
like to try something different, check it out. If 
you want into one of these games, get your 
registration form intoday. Registration forms 
can be mailed in, faxed in or uploaded to our 
BBS and, if need be, we can even accept 
dictated registration information on the phone. 
Be sure to specify your preference (regular or 
slow). If you are interested in a special game 
of some kind, just let us know and we'll see 
what we can do. 

For those of you who haven’t experienced 
the award-winning Victory! game system, 
here’s a short description of the game (The 
Battle For Europe is the first scenario in the 
Victory! line): 

The Battle For Europe uses a tremendous 
array of World War II era units and is set in the 
European theatre of operations. 40 players 
take command of individual nations, 
attempting to wrest control of territory from 
other heads of state through diplomacy, 
treachery and combat. Success in the game is 
achieved as a result of survival through 
manifest destiny. Skill, guts and a bit of luck 
are all important in the titanic battles of survival 
as nations strive to be the last one standing; the 
undisputed master of Europe! 

The Battle For Europe is a combat game 
of unrivaled intensity and depth. A huge 
variety of units are represented in the game 


ADVENTORER 
KINGS 


The Play-by Mail Game of 
Epic Adventure and Imperial Conquest. 


Consistently rated one of the top fantasy 
wargames with fascinating depth, yet easy to learn. 


Here’s why! 


Adventurer Kings pits twelve players of different alignments 
against each other, each vying to win artifacts, explore the world, 
and conquer monsters, heroes, and each other. Players can also 
excel in eight different offices, including the coveted World 
Emperor. The game features English turn reports, color laser 
printed maps, and is playable by post, disk and email. 

Try a three turn sample game for $9.50 (rules included). 
Rules alone are $4.00 and turns are $5.00. 


Fax: 


The Coconut Council, Inc. 
6508 Minnetonka Boulevard 
St. Louis Park, MN 55426-3451 


Phone: (612) 929-7788 
(612) 797-7468 


including everything from Messerschmitt Bf- 
109s fighters (of several types) and Handley 
Page Lancasters to Lavochkin La-7s and 
Boeing B-29 Superfortresses (yes, even the 
ME-262 jets are available, in both fighter & 
fighter-bomber versions). U.S. Essex class 
fleet carriers, Russian T-34s (in several 
versions), German Bismarck class battleships 
and British Sherman Fireflies. If the 
equipment saw active duty, its in the game! 
The level of detail in Victory! is incredible. 
You'll have to see it to believe it. Information 
packages are *free* and you can also obtain the 
complete rules off our BBS (also for *free*). 
If you have specific questions and want to talk 
to someone, just give us acall. We are always 
happy to answer questions, etc. Rolling 
Thunder Games is also active on CompuServe 
and American Online. On CompuServe, we 
can be reached in the PBMGAMES forum 
(GO PBMGAMES) at 71370,2707. On 
American Online we can be found in Online 
Gaming Forum (PBM section) with the screen 
name “RTGames”. 

You'll see why Victory! blows everything 
else out of the water. If you’ve been looking 
for the finest in wargames at a very reasonable 
price ($6.00 per turn, no combat fees, no 
monthly fees), give this game a shot. You will 
not be sorry! 

The Victory! rules package is $15.00 and 
includes a 120-page rulebook, combat, 


weather and terrain effect charts, a 58 page 
sectional map and a 90-page order supplement 
book. The entire package is mailed by Priority 
Mail so you won't have to wait long. A single- 
piece Victory! wall map is also available. The 
wall map is optional and is only $8.00 (36" x 
44", blackline print, tube-mailed). Victory! 
Turn Entry front-end programs are available to 
players in both MAC & DOS versions (no 
cost). These programs are great player aids 
that make it easier to do your turn. They 
reduce both player and GM errors. They are 
available, on disk or by modem off our BBS, 
to Victory! players. Victory! rules and the 
order supplement are also available on our 
THUNDER.BBS (and there is no on-line 
charge for using the BBS!). 

Super Nova:Rise Of The Empire: is 
currently under development and, alas, is 
probably not going to be available until 1995. 
This game is going to be *big* and all you 
spacegamers out there are going to want to be 
in on this one! We'll be putting out more 
information as the year goes along so stay 
tuned. Information on SN:ROTE can also be 
obtained by calling up our BBS where we are 
currently working with a playtest group. We 
have a message board on the BBS set aside for 
SN:ROTE and you can read ongoing 
discussions, ask questions and/or give us your 
input. SN:ROTE, we believe, is going to be 
the most advanced empire-building, explora- 
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tion and space-warfare game around. The 
game will have just about everything! 

The THUNDER Bulletin Board System 
now features a second line (to reduce those 
busy signals...). Just call the same number as 
before 303-466-8681. If the first line is busy, 
the system will automatically roll you over to 
line 2. You won’t even notice the switch (Line 
1 has a new Hayes Optima 288 [28,800] 
modem; Line 2 has a Hayes Optima 144 
(14,400) so those of you with fast modems 
shouldn’t see any dropoff in performance with 
either line). The system has already fielded 
over 60,000 calls! Feel free to log on! (Set 
modem to 8-N-1). Anybody with a modem 
can access THUNDER at no charge and the 
BBS is available 24 hours a day, 7 days a 
week. Download the rules and turn-entry 
programs for Victory! The Battle For 
Europe and World War IV and/or simply 
look around. Victory! and World War IV 
turns can be uploaded (and the results 
downloaded) to/from THUNDER. Ask for 
info! 

The RTG FAX line is a new service that 
we just put into operation this last February. 
Currently, we use the same line during normal 
office hours for both voice and FAX (we'll 
pick up as normal for an incoming voice call 
and the FAX machine will take it if it is an 
incoming FAX). The RTG FAX line remains 
active 24 hours a day, 7 days a week (if you 
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are calling after normal office hours, FAX 
service is available) and there is no extra charge 
for using this service. 


Rolling Thunder Games, Inc. 
P.O. Box 1240 
Broomfield, CO 80038-1240 
RTG Hotline (303) 466-8600 
? RTG FAX Line (303) 466-8600 
THUNDER BBS: (303) 466-8681 (8-N-1) 
CompuServe: 71370,2707 
American Online: RTGames 
Internet: RTGames@aol.com 


SHADOW ISLAND GAMES 


Olympia’s commercial launch went very 
well. Approximately 150 players are busy 
carving their empires out of the new lands. 
Diplomatic activity is intense (far more than so 
than in the playtest games), with several well- 
organized alliances running mailing lists to 
keep their members informed and many 
personal interchanges taking place each turn. 

Olympia is a computer moderated fantasy 
PBEM (play be email only) played via the 
Internet. The easiest way to get Internet access 
is to join one of the national online services, 
such as Compuserve, America Online, 
Delphi, Prodigy, Genie, etc. All of these 
services allow users to send and receive 
Internet electronic mail. 


ILLUMI, 
Steve Tekan 


For Compuserve members, Olympia is 
directly supported in the PBMGAMES forum. 
Rules and other game files may be downloaded 
from section 5 in the PBMGAMES forum 
library (do a keyword search for “Olympia”). 

Game fairness is a priority in Olympia: you 
only play one position and the GM doesn’t 
meddle in the affairs of the game. The rules 
solely determine who will emerge victorious in 
this ongoing open-ended saga. 

Turns are flat rate, US $2.50 and run 
weekly. Players from around the world are 
welcome -- pay with Visa/MasterCard if you 
are outside the US. To get started, request the 
rules and a signup form from info@pbm.com. 

Even non-players may be interested in 
reading The Olympia Times, the weekly 
newsletter published with each turn. 
Download back issues from PBMGAMES, 
ftp them from pbm.com, or request them via 
email. 


Shadow Island Games 
P.O. Box 6435 
Somerset, NJ 08875-6435 
(908) 469-1992 
Internet: info@pbm.com 


The Play by Mail 
Game of Conspiracy 
and Intrigue 
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WAR COLLEGE SIMULATIONS PBM 
INC. 

War College Simulations PBM Inc. 
presents Eagle Day, The Battle for Britain, A 
World War II Series, and Operation 
Barbarossa, The Battle for Russia: 1941-45, 
A World War II Series. 

The staff at the War College are proud to 
announce that the first in a long line of 
simulations is finally out. We believe we have 
a winner! ED:BFB has been in the works for 
well over 2 years. Our goal in gaming is 
Excellence. This will reflect in our 
simulations, which are intense, highly detailed 
and complex affairs. 

ED:BFB is a comprehensive tactical 
simulation of the most famous air battle of 
World War II. A serious attempt has been 
made to create an accurate simulation of what 
the Battle of Britain was like for local 
commanders back in 1940. Each player 
assumes the role of a General commanding a 
well defined component of either Great 
Britain’s or Germany’s military machine. The 
goal for the British is the defense of England 
at all costs. The goal for the Germans is the 
destruction of the Royal Air Force in order to 
launch an invasion across the channel into 
Southern England. Aircraft and pilots are 
utilized on the individual level all the way up 
to the air fleet level. There are 10 players per 
game. Four German commands. Luftflotte 
Two Northwest, Luftflotte Two Southwest, 
Luftflotte Three and Luftflotte Five/OKM. 
Luftflotte Five/OKM, is a combined air and 
naval position. The British side is divided up 
into six commands. Group 10, 11, 12, 13, 
Bomber Command/Coastal Command and 
Naval Command. This is a highly detailed and 
complex game with turn cycles offered at 10 
and 14 days. This simulation will be released 
at AndCon, Sept. 16. 

OB:BFR: 41-45 is a comprehensive 
tactical simulation of the battle in Russia from 
1941 to 1945. This is an intense, complex and 
accurate Corps level command simulation. 
Players assume the role of a General 
commanding one of the Axis or Russian 
armies. The goal for the Axis is to conquer 
Russia. The goal for the Russians is to fight 
the Axis to a standstill at all costs, then to 
march onwards and finally conquer Berlin! 
This game operates from the level of the 
individual soldier and rifle all the way up to the 
army level without getting tied up too much 
with logistics. This simulation is intense and 
currently under playtest! This is a highly 
detailed and complex game with turn cycles 
offered at 10 and 14 days. 


War College Simulations PBM, Inc. 
PO Box 201 
Sanbornton, NH 03269 
Phone: (603) 286-9506 
FAX: (603) 286-7824 
BBS after 6 pm: (603) 286-9506 
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The Prime Time Simulations staff. 


Standing L to R Irene Doo, Raymond Doo, Duane Wilcoxson and Debbie i acima 


seated. Duane and Debbie run Advanced Gaming Enterprises. 
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"The Battle For Europe" 


Set in the European theatre of war and utilizing WW II era units, Victory! The Battle For Europe combines both Strategic & 
tactical planning with a healthy dose of logistics and a fantastic level of detail to create a wargame of unparalleled intensity and depth, 
Nearly 700 different units are available, ranging from the American P-36C Hawk fighter of late 1939 to the German Me-262A-1 
Schwalbe jet-fighter of mid-1944. Russian T-34Cs, German Panther VDs, British King George V class Battleships and American Essex 
class Fleet Carriers. Just about every piece of equipment that saw action during the war is represented, yet the game is surprisingly easy 
to play. The combat routines are incredibly detailed to take account of small differences in unit capabilities and tactics but the computer 
handles all the ugly work leaving you free to concentrate on strategy. The rules are clear and standardized orders are available (over 100 
with mission variations) to do everything. If you are a wargamer, you'll love this system. Do you want more information?! Send for 
our FREE information package or, if you've got a computer, get the rules on computer disk for FREE! Still not convinced? Here are 


some additional points to consider... 


> Full-time, professional moderation ensures accurate and timely turn processing throughout the year. We've been in business 
since early 1986 so we know what we're doing and you can count on us to be there, month after month, year after year! 


> 100% computer moderated with 40 players per game, 


> A massive 110 page rulebook and a 90 page order supplement. 
High-quality, easy to read and everything you need to know to 
play Victory! Also available on computer disk. 


> A high-quality, single-piece 36" x 44" wall map for the 
Victory! operational theatre is available as an optional game aid 


at the low price of $8.00 


> Games start on a regular basis and are available with 15 day or 
21 day turn cycles. Want something else? Ask about special 
games. 

Reasonable prices at only $6.00 per turn sheet (with 30 orders per turn sheet this is only $0.20 per order). No combat charges, no 
monthly status report fees, no newsletter fees. Fixed-duration (73 tum maximum) and reasonable limits on the number of orders 
that can be submitted (i.e. your enemy can't outspend you in this game!) 


Submit your turns and receive the results via E-mail if you wish. Our THUNDER BBS is available 24 hours a day, 7 days a week 


at no extra charge to those of you with computers & modems. Forget having to mail your tum in 3 to 4 days ahead of time and 
sweating out the arrival of your tum results! Use our BBS to upload your turn the night before it is due and download your results 
as soon as they are available (2 days after the actual processing date to be fair to those without computers). Our THUNDER BBS 


is also a great place to meet other players, exchange information, etc. Turn entry programs, complete rules and newsletters can 
also be downloaded from the BBS, at no charge! We've got two lines so you shouldn't get a busy signal! Call now! 


A proven game design, in operation for close to three years with well over 60,000 turns processed. Operated in the United States, 
Europe (English language) and Australia and in the process of being converted to German and French language versions. Very 
popular and as close to bug-free as you can get! Send for the rules today! You won't be sorry. 


y 


Send me the rulebook! I've enclosed a check for $15.00. 
5% FREE - Send me the rules on computer disk! I havea [ 
MAC or PC ] computer. 

FREE - Send me an information package! 


Rolling Thunder Games, Inc. 
P.O. Box 1240 
Broomfield, CO 80038-1240 


@ (303) 466-8600 (Voice / FAX) = 
© (303) 466-8681 (Thunder BBS) © 
CompuServe: 71370,2707 
America Online: RTGames 
Internet: RTGames@aol.com 


City, State, ZIP: 


Set modem to 8-N-1 when calling the Thunder BBS. 
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SMUGGLER'S RUN: 
LIFE IN THE SPACE LANES 


Biil Kliintiin looked around at his 
surroundings. Metro Imperial, supposedly 
one of the jewels of the Terran Empire. Better 
than anything back on ol’ Fromida Froo, he 
had to admit. But if it was an example of the 
typical Imperial world, it seemed to be alittle 
tame. 

Finally, his private musings were 
interrupted when the receptionist said, “Mr. 
Kliintiin, the Guildmaster will see you now.” 

He got up and entered the office, looking 
around at the garish art deco setting. He 
looked around, noting the various details. 

“Love the disco ball, man,” he said, 
pointing at the ceiling. 

“You have good taste,” the Cargomaster 
exec commented. “That piece is the genuine 
article, circa 1975. Not many of them around 
anymore. But enough of the chit chat. Would 
you like a drink?” 

Biil, being the incorrigible party animal he 
is, nodded vigorously. 

The Cargomaster’s eyes widened for a 
second as he watched the Piil quaff the 
admittedly strong stuff. 

‘This young Piil is thirsty,’ he thought. ‘I 
wonder how hungry he is.’ 

“So you want to haul for us?” he asked the 
Piil. 

Biil burped, propping his stubby legs up 
on the exec’s desk. “How much cash are we 
talking about, man?” 

“We supply a ship, to be modified as you 
choose, with a full load of fuel. You haul 
cargo, wherever you choose, whatever you 
choose. We supply, thru the Empire, a new 
ship in case you loose the one you have, in case 
you don't have the 50,000 QPs necessary to 
purchase one. The ship is yours, as is most 
of the cashola. That's basically the gist of it. 
Any questions?” 

“Yeah, afew. What about the scantily clad 
on board stewardesses?” 


Sign Here, Please 


In the history of PBMs, there have been 
space operas, and there have been space 
operas. With PBM gaming chock full of sci- 
fi fans, there have been a string of games to 
cater to the James T. Kirks and Han Solos in 
all of us. From Beyond the Stellar Empire to 
Rimworlds, et al, there have been many to 
choose from. Some of the games of that type 
have been around for years. And there are 
some lying in the lost realm of folded games. 
But many of them are expensive. And all of 
them are serious. 

But there has been a trend in recent history 


By Trey Stone 


on the American PBM scene. Instead of 
continually seeking to cash in on an already 
established niche, many new games coming 
out have been attempts to explore new looks at 
established themes as well as do completely 
new and original games. To an admitted 
PBMaholic like myself, this trend is very 
gratifying. 

Along comes Smuggler’s Run, one of the 
finest examples of what I am talking about 
here. Yes, the Run is another entry into the 
hallowed genre of space opera, but it isn’t just 
another space opera, to be sure. For one thing, 
it focuses on the small ships run by a small 
crew. Second, it has a sense of humor that 
pervades all throughout the game. Third, it is 
very cheap, and you are allowed to only run 
one position. 

When you get your setup, the mood is set 
immediately when you extract the rulebook 
from the envelope. On the cover is a 
“certified” seal of excellence, and a chubby 
little space freighter chugging it’s way over a 
cheesy looking futuristic city. 

After you have oohed and aahed over the 
cleverly written rulebook and the nifty 
drawings, you then begin to think, “Ah, I so 
wish to play this game. But how do I do 
this?”. I figured you would be thinking this. 
After all, you just shelled out ten clams for a 
setup, right? 

OK, the first thing you do is pick out an 
alien species for your fledgling shipmaster. 
The Core isa place rich in sapient types. AND 
YOU CAN BE ONE!!! There are several to 
choose from! You can be a lizardous Gecko, 
warriors with the ability to heal damage 
completely every now and then. How about 
one of the Zephyr? They are a large headed 
perceptive sort. The Mechbot may be the one 
for those of you who tend to be mechanically 
inclined. If you like being big, bad and stupid, 

a Brogian is just your kind. If you like being 
bugged, the agile insectoid Rhesian might be 
your sort. If you are the type who likes to be 
prepared for a specific situation at a specific 
time and don’t mind being dumpy, homely and 
diminutive, a Piil might be your kind of alien. 
And of course, there is the dominant race, in 
that position because of their preoccupation 
with technology and sex, Humanity. 

After you have picked out your race, there 
are your stats to fix. All the races have five 
stats that determine basic ability to perform all 
actions and can only be improved using special 
circumstances. These are Agility, Strength, 
Toughness, Mechanics and Perception, Each 
race has varying strengths and weaknesses in 
these, and you have six build points to use on 


them. Any left over can be used on skills. 

Your skills are what determine how good 
you are. To determine how hip to it you are, 
you have 300 Victory Points to spend on your 
skills. There is a wide range, a veritable 
cornucopia of knowledge to choose from. 
And, as you earn more Victory Points each 
turn, you have opportunities to improve your 
skills and become a trader supreme, a scummy 
pirate or the most talented space bum that ever 
plied the freight lanes. 

Oh, yes, you get to pick your name, sex 
and the name of your ship, as well. But you 
guessed that, right? 


The Cold, Cruel Galaxy 


You have yourself, you have your ship and 
some cash. What now? Examine the 
economic situation supplied by the newsletter, 
get a cargo for cheap and go sell it fora killing. 
Sounds simple, right? 

Life is never that simple for anyone, so 
why should it be so for the spacer? All sorts 
of things can get in your way, what with 
pirates, the ever present patrol ships of the 
Imperial Navy and Postal Service, taxes, the 
Cargomasters’ cut of your hard won profits, 
ship maintenance, damage, refueling, 

So maybe it’s time to unwind at one of the 
many taverns all over the Core. Eat, drink, be 
merry, duke it out with a local ruffian, it’s all 
there. For the gamblers with QPs to burn, 
casinos abound. There are unknown to 
explore and find, as there are in any sci-fi space 
opera worth it’s salt. 

Travel out to the Colonies, to find life and 
adventure a little on the rugged side. If you like 
it even wilder, there is always the Wilder 
Places. Don't ask Biil what they are like, he’s 
trying to make an honest buck to make his ship 
a vessel to respect. One of these days, he will 
go there. But right now, he has a sweet trade 

route to milk. 


Wanna Play 


I honestly, unabashedly recommend this 
game. The only fault it has is that of all 
computer moderated games, certain elements 
in it can get repetitious. But overall, the turns 
are witty and fun, as is the rulebook, and the 
newsletter, with the demented perseralives 
that bring you the news you can use 

This game has humor, an unusual cogu 
(the small spacer), and LOTS of thungs tee 
and discover, as well as alot of Uungs to odd 
and play with, as is an essential unges H 
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an open ended game. 

The GM, Mark Martin, is friendly, 
responsive and enthusiastic about the game, 
and hints at other interesting developments in 
the Smuggler’s Run universe, such as a card 
game, and a sci-fi gladiator game based on one 
of SR’s more rugged, unruly planets. All in 
all, an excellent one to put in ten bucks for a 
setup and three clams a turn. Check it out. 
And remember, Biil Kliintiin is a live and let 
live party animal kind of Piil seeking to change 
his race’s rep as a dreary, sad boring lot. 

To play Smuggler’s Run, write to: 


Distant Vistas 
PO Box 90993 
Industry, CA 91715-0993 
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Gamer's Den 


Outpost is a game of inter-stellar manufacturing and distribution. As 
CEO of your company, you are competing against nine other players 
that are scattered around the 50 planets of the galaxy. Each player starts 
on their home planet complete with sales office, assembly plant, 
warehouse, and factory. As a corporate leader, you will have to decide 
whether to devote your resources to economic development, military 
and strategic deployment, or a subtle combination of the two. 
one thing . Credits !!! To keep the wheels of 
progress rolling, you will need to do what you do 
best, and that's manufacture goods. So build your ships, send 
them out to buy the raw materials retum them to your home planet, and 
pump out the finished goods as fast as your factory can produce ‘em. 
There are 20 different finished goods that the planets will be asking for, 
and inherent pros and cons to producing each kind, so plan your 
marketing strategies well. 


Everything in your ever-growing empire requires 


ZÆ All player reports, maps, and graphs are generated using 
(==) high-quality laser printed graphics so there is no need to try 
and decipher some inscrutable cryptic codes to read the results 

of your tum. Simply look at the maps to see your ships, facilities, tanks, 
etc. and read your reports to see the results of all your orders. 
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ia Plus, all players that own an IBM compatible computer will 

mn] set the Online software for receiving and submitting your 

orders. The Online software, complete with pull-down 

menus, and help windows, even has an expense listing option to show 
you how many credits your currently entered orders will cost. 


Outpost is run on a 2 week tum around so the action is fast 


charges. New games are $12.00 to start and you will receive 
all game and Online manuals, your first tum on diskette, (if you choose 
to use the Online option), all starting maps and charts, and your first 2 
tums. 


To participate in the next game of Outpost, send your name, address 
and phone number along with a check or money order for $12.00 to: 


Spyder Games 
1307 Sebring Circle 
Elgin, IL 60120 


Also indicate if you would like to use the Online option, and if so, 
whether you prefer using 5 1/4" or 3 1/2" diskettes 


HYBORIAN WAR: 
A LOOK AT THE FIRST 200 GAMES 


Hyborian War is a fantasy war game set in 
the time of Conan, borrowing from the books 
in that series to establish the world of Hyboria. 
It is one of the real veterans in the PBM field. 
Now well into the 400th game, Hyborian War 
(in my opinion) is a decent game that offers an 
excellent introduction into PBM. It’s rules and 
structure can be picked up reasonably quickly 
and the Conan setting forms an attraction to the 
game in general. The company, Reality 
Simulations, has almost zero customer support 
and drives a lot of players away; but given how 
many games have been played and the length 
of time it has prospered, one would have to 
question if that has really meant much. I have 
noticed that the players help each other and fill 
in the gap in the lack of customer support and 
if you are lucky enough not to have errors that 
kill your favorite game, then the company isa 
forgivable problem. I also suspect that since 
the game is fairly simple it is more an 
introductory game rather than one a veteran 
will play repeatedly. In that case by the time 
the company alienates the player, they would 
likely have left anyway. 

From a game point of view, one of the 
features of the game that has drawn the most 
attention in reviews are the 36 different 
kingdoms that a player can lead. Each 
kingdom has different strengths and 
weaknesses and forms the basis for variation 
in the game that makes some of its charm. 
Each kingdom due to these differences lend 
themselves to various strategies--cautious 
players should run a diplomatic based position 
like Uttara Kuru and power players should take 
on Aquilonia or Turan. If you are into covert 
action then Zamora is an option. The 
kingdoms are divided into three categories; 
small, medium and large, each with a different 
cost. It was believed in the beginning articles 
on Hyborian War that one should invest the 
money to play the large kingdoms if they 
wanted any chance of winning. Now that so 
many games have been played we can look if 
that assumption was true (it is not) and if there 
are some kingdoms that are much easier to ride 
home to victory than others (there are). 

In the first 200 games, there are only 175 
listed winners. I understand that many of the 
missing winners happened when an 
abandoned or quit position ended up winning. 
Anyway, the 175 winning positions formed 
the data base for the following analysis. 


LARGE, MEDIUM OR SMALL 
The easiest kingdoms by statistics to win 
with are the small and medium kingdoms and 


By Rick Cote' 


the hardest are the large kingdoms. There are 
8 large, 8 small and 20 medium kingdoms. 

There were 29 wins by large kingdoms, 41 
by small and 105 by medium. 

The 8 large kingdoms make up 22% of the 
pool of kingdoms and received 16.5% of the 
victories. 

The 8 small kingdoms make up 22% also 
and the 41 victories is 23.4% of all of the 
victories. 

The 20 medium kingdoms is 56% of the 
kingdoms with 60% of the wins. 

If you want to play a large kingdom, your 
best shot is with Turan (6 wins) and the 
longest shot (and longest shot of all kingdoms) 
is Nemedia with 1 win. Also long shots are 
Koth and Hyperboria which have each won 
twice but neither since game 68. 

In the medium kingdom range, the easiest 
kingdom is Uttara Kuru with 13 wins. There 
are however some other kingdoms (Asgard, 
Cimmeria and Zembabwei) that have won a 
healthy share. Next to impossible is Kosala, 
Brythunia and Zamora each with 2 wins. 
Kosala wins the tie breaker since none of these 
victories have come since game 13. 

The small kingdoms have the biggest 
spread combining the easiest with the most 
impossible. Amazonia has won 17 games and 
is the clear winner for the kingdom that could 
be played by a monkey and win. On the other 
side, Kusan and Punt have only one victory to 
claim. 

Reality Simulations likes to point out that 
the kingdoms are well balanced enough that in 
the first 103 games (Khitai won its first in game 


102 and Darfar its first in 103) each kingdom 
had won at least once. That is true but the 
balance is more in name than substance. The 
top five winners (Amazonia, Uttara Kuru, 
Asgard, Cimmeria and Zembabwei) make up 
one third of the wins and only 13.8% of the 
countries. And if you take the five hardest 
kingdoms (Nemedia, Kusan, Punt, Kosala and 
Koth) then they have 4% of the wins compared 
to 13.8% of kingdoms. Actually there are six 
kingdoms with only 2 wins (add Brythunia, 
Zamora, Hyperboria and Jumas Kingdom) 
then one quarter of the kingdoms won 8.5% of 
the games. Remember that Amazonia won 
more than that (17 wins for 9.7%). 

Based on my experience and having 
watched many top ten position charts (shown 
to all players after the second set of war 
seasons) I would add that I have never seen 
Kosala, Nemedia, Jumas Kingdom and Koth in 
the top ten at ANY point of the game. On the 
other hand, Amazonia, Uttara Kuru, Turan 
and Asgard seem to always be on there no 
matter who is playing the position. 

So to those new players to PBM here is 
some information to help guide your choices of 
kingdoms. Some players like to take the odds 
on favorite and ride them home and others like 
to champion a dark horse and see if they can 
engineer an upset. Take your choice. 

For more information about Hyborian 
War, write to: 


Reality Simulations, Inc. 
PO Box 22400 
Tempe, AZ 85285 


Players manning Twin Engine Gaming's booth in the Dealer's Room 
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ADVANCED GAMING ENTERPRISES 
Crack of Doom 

Central Panagea saw its share of battles this 
month, particularly on the Isle of Mist where 
the Rotting Fish (Chaotic LOOT Orcs) 
crushed the Dragonlance (Lo-Kee worship- 
ping Lizara of the Karada Brotherhood). 
Shortly thereafter the 4th Legion of Horror 
(Chaotic LOOT Gnolls) badly mauled 
Dragon's Tail (Lo-Kee worshipping Lizara of 
the Karada Brotherhood). 

A number of increasingly common naval 
engagements have recently occurred in the 
surrounding Numorean Sea. The first 
occurred near the city knownas L.A. as Wako 
(Lo-Kee worshipping Humans of the Karada 
Brotherhood) defeated the 2nd LOOT Legion 
(Shhvoon worshipping LOOT Trolls). The 
second occurred two days later as Ryu Kami 
Kantai (Lo-Kee worshipping Humans of the 
Karada Brotherhood) nearly destroyed Deep 
Terror (Chaotic LOOT Lizara). 

In Western Panagea, two major 
engagements occurred. The first was in the 
Vaeld Mountains outside the Dwarven city of 


Thraegens Deep as a two army Circle of Steel 
strike force attacked their arch rivals of the 
Defenders of Aldaryn. The first attack was 
launched by the Leangreen-Warmachine 
(Chaotic CSA Kobolds) against the Legion of 
Blood (Lawful DOA Humans). In a hard 
fought action the Kobolds proved victorious. 
Shortly thereafter the Ghost Riders (Lo-Kee 
worshipping Humans of CSA) also attacked 
the Legion of Blood, which was nearly 
destroyed in the furious onslaught. 
Panagea’s other major western engage- 
ment occurred outside the Chaotic Kobold city 
of Ky’lesh, which is located deep in the 
Mireland swamps. In the opening round the 
Sabertooth (Lawful Avatars Giants) attempted 
to attack the Screaming Meamees only to be 
intercepted by the Ky’lesh Crusaders (Chaotic 
CSA Kobolds). The outnumbered Kobolds 
proved to be no match for their Giant 
opponents and were soundly defeated. Next 
Les Palantiri (Lawful Avatars Humans) 
defeated the Screaming Meamees (Chaotic 
CSA Kobolds) in a huge battle involving 
approximately 4,500 combat troops. Next the 


After a century of relative peace, Jurien Rangé 1s endangered 


by evil hordes from across the Badlands. 
and humans must be united by 


communities of elves, dwarves, 


The fragmented 


the Lords if they are to have any chance of survival. 


JURIEN RANGE is a new Play-by-Mail game of fantasy adventure 
of moderate complexity and endless opportunity featuring the 
players as Lord’s who must use their Princes, Princesses, and 


armies to defeat the enemies of The Land. 


The players must 


also administer their territories as they grow to optimize 


their resources and control unrest. 


Combat and non-player 


forces are computer controlled while human inputs are required 


to handle the players imaginations. 


from three weeks to a month. 


Turn cost is $5 and takes 


Ask for a free brochure or send $5 for a rule book, map, 
initial set-up, and free first turn to: 


PBM Adventures 
c/o Greg VanHouten 
NERRA PCS 817 Box 28 


FPO AE 
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Harvesters of Sorrow (Lawful Avatars 
Gnolls) attacked the Screaming Meamees and 
though the Kobolds had been badly battered the 
result of this battle was a virtual draw. Finally 
the Windrunners (Lawful Avatars Humans) 
attacked the beleaguered Kobolds but the 
Screaming Meamees barely lost this very close 
battle. 
CTF 2187 

Game #184: Turn #9 saw little change in 
the comparative ratings as Side #2 suffered 
their second Bot casualty. Cadet Cy met with 
his untimely end after his Cyclops took a 
Heavy Laser hit through the Right Front Torso 
from Cadet Boris Halfluck’s Incinerator. This 
turn also saw the destruction of both CPs: 
Command Post #2 was destroyed by Cadet 
Tom Vu in a Reaver while Command Post #1 
was destroyed by Cadet Fandil who is also 
piloting a Reaver. Next turn will likely see 
even more casualties. 

Turn #10 saw Side #1 expanding their lead 
and winning the game with an excellent team 
rating. This turn saw the game’s 4th Bot 
casualty (and the third for Side #2) as Cadet 
Hanover Fist II destroyed Cadet Blackjack’s 
Incinerator with a Mega Missile strike to the 
Right Rear Torso. The best Bot Victory 
Rating was 5.82. 

Game #189: Turn #9 saw little change in 
the comparative ratings as Side #1 remains in 
the lead. Side #1 definitely has an edge as the 
game enters its final turn. Not only do they 
have a sizable lead, but they also have the only 
functional CP (and its resulting targeting 
bonus) and they are doing quite well tactically 
as they concentrate their fire against selected 
enemy Bots. The best Bot Victory Rating is 
3.24. 

Game #191: Turn #7 saw Side #1 losing 
ground in the ratings as they suffered their 
second Bot casualty. This turn’s loss was 
Cadet F.X. Stealth of the EYE OF DWAK, a 
subteam of D.W.A.K. Cadet Stealth, who 
was the individual scoring leader, was slain 
after his Mauler took a Heavy Laser blast 
through the Right Rear Torso from Command 
Post #2! This is the second casualty suffered 
by Side #1 in their assault on the enemy CP. 
They still have one other Bot engaged in the 
assault but its situation does not look very 
promising. The best Bot Victory Rating is 
3.05. 

Game #192: Turn #8 was the final turn of 
this exciting contest and saw Side #3 greatly 
expanding their lead and winning the game by 
a considerable margin. While Side #3 
continued to score well as they had throughout 
most of this game, their opponents generally 
fared poorly. The best Bot Victory Rating was 
5.43. 


AGGRESSIVE ADDICTION GAMES 
Krahlizek 


Several games of Krahlizek: The Last 
Battle recently ended. 

Game 6 ended on turn 22. This game 
featured a fierce battle between Patrick Hansen 
and Jack “Moose” Herriman, Gary 
“Nemesis” Kinnick proudly showing in third. 
Gary “Penguins” Kinnick held out until turn 
21 against invading Mooses (Meese?). 
Despite province wealth over 7000, and steady 
inroads against the Penguins, Moose could not 
hold off the Penguins’ tactics, which included 
a devastating combination of Nukes and Mech 
Troops. The battles between Patrick and 
Moose for control of the isthmus separating 
their two continents will live long in Krahlizek 
history — more masterful battles have rarely 
been waged. Congratulations to all involved, 
and especially to Hansen, who earns his first 
“M” (for master) ranking. 

Game 7 ended early, on turn 15, when 
Brian “Q.F. Maximus” Findley was allowed 
to bring his economic strategy to devastating 
fruition. This game pitted four veterans 
against four novices, with the vets 
handicapped. The novices played remarkably 
well, and most likely would have given the 

journeymen (ranking for a veteran who hasn’t 
yet won a game) a rough time of it later. BUT 
(always a “but”) Maximus’ economic strategy 
was unbeatable. Patented Findley economic 
pyrotechnics were so effective that we (AAG) 
had to close up the loopholes and introduce 
version 5.0 of Krahlizek! Once other players 
let Maximus become strong enough, he was 
able to bribe his way to victory. Moral: Never 
let the quiet guy stay quiet! Special kudos go 
to Mike “Uncaged Chaos” Wincek, who 
correctly saw the handwriting on the wall. 
Richard “Mr. Entropy” Wallace, Dewey 
“Samantha” Guthrie, and David “Black 
Prince” Brown also deserve credit for hanging 
on. 

Game 8 was a free game fought between 7 
former playtesters, in payment for earlier 
services. Yours Truly, Patrick “666” Rael (of 
course, also fought, though he didn’t 
moderate. Halfway through, the game turned 
into a playtest for version 5.0. The game 
ended on turn 17, as 666 employed economic 
strategies that made him invincible. Todd 
“Ralph” Hintz pursued similar strategies, but 
Rael got a jump and, along with some strong 
alliances, put the game away. In order to cope 
with runaway economic strategies, we've 
instituted caps on taxing, and made it harder to 
increase province wealth. Moral: Buy 
Coinage early and often!! Congratulations also 
to Henry “Linus XXI” Lin, and Tim 
“Cofradia” Stark for filling out the top four. 

Game 9 also ended on turn 17, as two 
active players saw the handwriting George 
(“Vampire”) Cameron had written on the wall. 
Brad “Oh God” Lattary and Tony “Jurchens” 


Webb held out for a long time, but George had 
exploded into his foes on turn 8, and soon 
Started rolling northward. Congratulations to 
George for his first Krahlizek win — the first 
of many? 

Game 12 has already ended. Congratula- 
tions to Dave Ayres for the most stunning 
Krahlizek victory yet! The Lemmings (Dave’s 
pseudonym) started modestly, but by turn 7 
was quickly outdistancing his foes in total 
wealth. Turn 8 witnessed the first of many 
well-placed bribes. Another came on turn 10, 
and by turn 11, Dave was able to revolt 
everyone, and thus pick up all the leavings. 
Two turns later, he had put the game away. 
The moral: this game is not about military — 
it is about secret economic machinations, and 
if you don’t realize this, you will be destroyed 
by someone who does. 

By now, a game of Krahlizek Master 
players should be in full swing. This game 
should feature some of the most exciting 
Strategies we've seen to date! Dave, George, 
Patrick — let the fun begin 


BATTLE-MAGIC GAMING 
Atlantrix 
Obituaries: In a surprise development, 
Randor Alzarian got up after being killed ina 
Death Challenge from Kai ‘Rchdon. The 
incident occurred on Block 122 and Kai still 


and build a mighty Space Empire... 
galaxy... 


INTO INFINITY 


NEW GALAXY OPENING.. min in on me 


excitement of space exploration! Chase an Ion Storm around the Galaxy... Mine a Comet's 
fiery tail... Hunt for Ancient Artifacts on Dead Planets... Map a Star Cloud to see what it 
hides... Search Derelict Ships drifting in space for Lost Technologies.. Colonize other planets 
Warp through an Ethereal Cyclone and enter another 


YOU BEGIN... as commander/emperor of a star system. All planets here are 


colonized but you know nothing of the rest of the galaxy except it's size. There are over 600 
unknown parsecs out there! Build scouts and send them out while you mine for Rare Minerals 
in your own Home system. Soon your scouts will find something for you to do, and you'll 
send fleets out. Out to mine, to search, to explore, to colonize, and to trade with other empires 
(or the BMG run Galaxians). But beware, some neutrals have heavy defenses, and up to 11 | 
other players share this galaxy with you. Soon it will be a race to colonize, mine, and discover, | 
Ally with some, make boundaries with some, and possibly war with others. Once you have | 
pacified your galaxy, then journey with your allies into another galaxy. This could be another | 
player galaxy, a neutral galaxy (one which no players call home), or the Gigantic Super Galaxy 

that all galaxies can easily reach (one way) and which the dread Marauder race calls home...! 


We have a special SLOW Galaxy for Service Men and Women overseas and for International | 


Players. Write for FREE information or send $20 to get started immediately. This includes ! 
Set-up, Large Galaxy map (blank), Rules, and your first 4 turns (a $30 value). | 


Battle-Magic Gaming 
P.O. Box 9935, Spokane, WA 99209 


got his 3rd Star but not much else. 

Dingle (658) was killed by Martin Long 
Bow (443) in a Death Challenge on Block 162. 
Dingle did not get up. The Mayor and the 
temples are quite happy that Randor seemed to 
be an isolated incident. 

In a Gladiator School Match, Fred (446) 
was killed by Reanna (232). She got her 2nd 
Star. 

Wolfrum (454) slew Eclipse (702) in a 
Death Challenge on Block 294 in order to earn 
his 3rd Star. 

In dual Gladiator School matches, Logan 
(376) and Tura (625) earned their 4th Star by 
killing Stidlex (043) and Yeldon (044), 
respectively. The mayor is heartened by this 
display of togetherness. 

A 3rd Star was earned by Talondril the 
Tusk (338) when he killed Newbold (585) in 
a Death Challenge on Block 93. 

Zan (227) earned his 2nd Star by killing 
Talon (306) during a Death Challenge on 
Block 190. 

On Block 275, Lone Wolf (314) earned his 
2nd Star by killing Tibor Falk (375). 

Manfred (401) fell to the superior skill of 
Kesarh Am Xai (414) ina Death Challenge on 
Block 82. Kesarh earned his 2nd Star. 

Faith killed Harold De Shea (384) in a 
Death Challenge on Block 9. She has earned 
her 2nd Star. 


Paper Maybe 


Other News: Tomato Man is still wanted 
by constables and many other fighters for 
causing mayhem and throwing tomatoes after 
some more strikes in various locations around 
town. Anyone who makes contact with his 
should notify the mayor right away. 

An old man died of a seizure after having 
some dinner and dancing at the Stone’s Catch 
Restaurant. Constables are looking for a bald 
fighter in connection with this incident. Any 
information concerning the occurrence should 
be reported. 

Lost Archipelagos News: Orion 
Nightwing (367) and Cameron (149) have 
been quite busy of late. First, they dispatched 
a Giant Crab. Then, they killed 6 pirates and 
a Large Sea Dragon as well as 5 Ghouls. 
Finally, they killed 6 Zombies before 
disappearing intoacave. Also, Orionkilleda 
Sea Spider in a single combat. 

Dragon News: Talondril the Tusk (338) 
and Raga (225) saw a Medium Brown Dragon 
as they went through Block 201. Likewise, 
D Arc’lyte encountered this same dragon as he 
later went through the block. All escaped 


without injury. Miranda (331) is the last 
person known to see this dragon. 

Ina bit of good news, Lone Wolf killed an 
Animated Dragon while going through the 
graveyard on Block 30. As if that was not 
enough, Lone Wolf participated in the slaying 


Setup fee is $10.00 and includes two ten action 
turns and the rulebook. Turn cost is $2.50, Extra 
actions are 25 cents each. Rulebook, when 
purchased seperately, is $5.00. 


- ADVENT GAMES 
P.O. Box 26 Dept. 14 
Malcolm, NE 68402-0026 à 
(402) 796-2696 Q 
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of a Large Red Dragon on Block 260. The 
other participant were Kira (365), Xortyl 
(300), Talon Hawkfist (362), Cyann (234), 
Lebanon (511) and Kalina (577). 

Bruno (350) and Ilyxia (530) just barely 
survived a contest with a Large Blue Dragon. 
It took just under 8 rounds for the victory. 

Melanie (323) and Cecil (139) managed to 
keep a Large Animated Dragon at bay just long 
enough to escape it. They were on Block 10. 

Forgotten Island News: D Arc’lyte, 
Hendel (328), Cassandra (329), Photonus 
(551) and Marcuss (553) were quite busy 
before they came back to Atlantrix. First, they 
found the castle of the Lizard King. Next, they 
literally swam into a shipwreck while fleeing 
the armies of the Lizard King. Then, they 
killed a number of Jellyfish and Sharks in order 
to leave the wreck. 

Likewise, Blackwatch (435), Dreamweaver 
(413), Tara (239) and Tina (590) explored a 
couple of ruins, killed some Lizard Men and 
some Jackals before they returned to Atlantrix. 


Into Infinity 
CONGRATS...go to Paul Crankshaw, 
his empire in Amethyst galaxy is the FIRST 
empire in over 6 years to collect ALL the 
regular galaxy Special Economic Technolo- 
gies! 
Gamma News: Heechee conquered 3 


Haunt of the Unholy colonies. Imperial 
Empire conquered 22 Haunt of the Unholy 
colonies. A Haunt of the Unholy and Heechee 
fleet battle ended with one of the fleets left. 
Haunt of the Unholy attacked an Imperial 
colony, but it’s defenses held. 

Theta News: Arcadia conquered 12 
Dragoon colonies. Arcadia conquered a 
Nixon Minion’s colony. Arcadia conquered a 
Nefilm colony. 

Eta News: Red Mountain conquered a 
Magna colony. Magna conquered 5 
Turtleoids colonies. Dragonskeep conquered 
12 Turtleoids colonies. Magna conquered a 
Valderon colony. 

Zircon News: Celtics conquered a 4- 
Poochcolony. Objectivists (Topaz) destroyed 
a Peacemaker colony then a Peacemaker fleet 
reacted in and destroyed the Objectivists fleet. 
Peacemaker conquered 2 Objectivists colo- 
nies. 

Amethyst News: F.E.A.R. conquered a 
Troll Troopers colony. F.E.A.R. destroyed 
Troll Troopers last fleet, destroying this 
empire. Falcon’s Flight conquered a Steel 
Viper’s colony. Wolf Pack conquered a 
Master’s of Reality colony. Falcon’s Flight 
conquered a Master’s of Reality colony. 

Emerald News: Kings of the Ryche 
conquered an Ixion colony. Ixion recaptured 
their HW from Ryche. Ryche recaptured their 


WHAT IS TAKAMO? 


It’s agricultural corporations sending highly 
advanced technicians and farming equipment to 
distant worlds. i 

It’s pirate races raiding planets for loot and 
slaves, 

It’s civilized races searching for suitable worlds 
to terraforra, 

It’s trade corporations dealing with scores of 
alien empires, striving to be the sole supplier of 
trade goods to their planets. 

It's smugglers plying their trade amongst 
. the stars, and selling information to the 
highest bidder, 
It’s nomad races with the technology to 
turn whole planets into giant starships, 


It’s cybemetic races searching the heavens 
for R of the biologicals which infest 
the galaxy. P 

It's a computer moderated, strategic 
level simulation of empires in a strugg!e 
for survival among the stars. 


TAKAMO...It’s more than a game. 


HW from Ixion. No Fear conquered a Dark 
Devourer colony. Phoenix destroyed 2 
Destiny Desire fleets! Myrilla conquered the 
Ixion HW (again). Myrilla, Ixion & Citadel 
(Aquamarine) got in a massive battle over the 
former Ixion HW. Ixion & Diamond Orchard 
(Jacinith) destroyed a Ryche fleet and 
conquered a colony. Phoenix conquered a 
Destiny Desire colony. Ixion conquered 2 
Ryche colonies. Ixion, Diamond Orchard & 
Citadel attacked the Myrilla owner former 
Ixion HW, it was heavily defended with the 
attackers taking moderate losses and Myrilla 
taking heavy losses. About 50 BOLOS/ 
OGRES and thousands of tanks and troops 
were lost in this biggest ground assault ever 
and the battle rages... 

Algol- ROMULUS: Korianth Confedera- 
tion conquered a Preatorian colony. Sinistar & 
Kheta fleets fought a battle, both sides took 
moderate losses. The Sinistar fleet followed 
the Kheta fleet and attacked it again, the battle 
continues... Hellrazor conquered a Korianth 
colony. Hellrazor conquered a Sinistar colony. 
Hellrazor & Korianth fleets battled it out, both 
fleets took moderate losses. Sinistar 
conquered a Hellrazor colony. 

Capella News: There is a new player for 
Empire 519. Combine conquered 2 Discordia 
colonies. Therrangi conquered the United 
Space Federation HW. 


COCONUT COUNCIL, INC. 
Net-Runner 
Malcolm Womack 
Ralph Tropeano 


Game #1: 
Game #4: 


Adventurer Kings 
Game #155: Lucas Kamp, a Divine Elf 
John Gordon, a Good Human 
Mark Herda, a Pagan Human 
David Smith, a Good Human 
Adam Capistrant, a Neutral Elf 
David Marsh, a Good Dwarf 
: Kevin Smith, a Pagan Human 
Lee Sparaco, a Good Human 
Thomas Gordon, a Pagan Human 
Stephen Glicker, a Pagan Elf 
Mark Herda, a Druidic Elf 
Rico Mariani, a Druidic Human 


Game #201: 
Game #212 


Game #229: 


CYCLOPS GAMING 
Family Wars 
City 29 - Old Chicago - As of Turn 58 

Well folks it looks like tis City is coming 
toaclose. The Lollipop family seems to know 
when a lickin’ is comin’ his way. He just left 
town real fast. The Yakuza Family doesn’t 
know the word die! After several 
assassinations he is still going strong. 

The Robbers of the Hood are busy buying 
up the politicians and Ursa and Du Pont want 
to take over the City. 

In order to win the City Du Pont only needs 
about 15% more of the City. 

Good luck guys. 

City 30 - Alexandria - As of Turn 44 


It seems the allies to the Addams Family 
are trying to get even with Mephistopheles and 
Baldovinetti for their assassinations on The 
Addams Family. They are muscling in on the 
area and also taking area. 

The White Dove Gang didn’t like the odds 
and has left town. But all is not lost! Just 
when all seemed lost The Miafiat Conspiracy 
got up enough money and assassinated 
Baldovinetti, leaving him hurtin’ badly. The 
question to be asked is: Can Baldovinetti 
overcome this dastardly deed? 

City 31 - Jakesville - As of turn 30 

From the looks of the smoke signals here 
it looks as if another war is brewing. But who 
is fighting who. At one time it looked like Ant 
Hill Mab was in for a beating, but the wind has 
changed and now it looks like other families 
are being targeted for fighting. 

The Kingpins are big on the minor 
politicians, but one flashed the right amount of 
cash and got the Mayor inhis hip pocket. Once 
this was done the other kingpins decided that 
the time was right to go after the other major 
politicians. 

The Frazael Family seems to have made 
some small mistakes concerning his own 
allies, and the D’Angelo Family seems to be 
getting their share of trouble. It seems that 
there is a stoolie out in the streets laying down 
the groundwork for a lot of rumors. 

City 32 - Wienerville - As of turn 7 

What can you say about a city that is quietly 
growing and growing. I say let’s call off the 
offensive treaty and let ‘em have it. Anything 
you can think of is alright with the town’s 
Mayor. 

City 33 - Tombstone - As of Turn 13 

Thar has been quite a turn around in this 
town. Thar is someone out there who is 
mighty PO’d at Travar. He seems to know 
who he is and is going after him tooth, fang 
and nail. 

Boris & Natasha took quite a beating and 
quietly left town. The Skittone Family found 
a gold mine out in the hills and left to mine it. 

The Tex Watson Family has been doing 
quite well since his takeover from Charles 
Manson, his stats just keep going up. 

There seems to be a land give away in the 


A Duel of A Different Color 


Y Winner of AndCon '93 Best PBM Event. 
Y 100% Computer Moderated. 

Y Concise laser-printed tum sheets. 

Y Fixed rate of $5 per tum. 

Y Short story narrative results. 

Y Monthly or Biweekly playing options. 


For more details, send a SASE to: 
Fractal Dimensions 
17-29 Main St, Suite 316 
Cortland, New York 13045 


Start-up package for $13, includes sourcebook 
and two tums. Sourcebook separately $5, 
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town, could we be losing another family so 
soon? Other than all that, everybody is just 
building their stats way up. 


ENTERTAINMENT PLUS MORE, INC. 

Adventurers Guild [from the diary of 

Tolstoy] 

The tales I hear of Azcor’s Tunnel sound 
quite daunting. I recall some adventurers 
complaining that there were no challenges left 
for mighty warriors such as themselves. ..but 
that was before Azcor. With much of his 
tunnel having the dismaying effect of reducing 
or even eliminating magical powers many guild 
members will not even dare to enter Azcor’s 
domain. If only they knew what I recently 
heard from a scholar friend passing by on her 
way to Esyria. None here can be trusted with 
the information yet, I’m afraid. 

It’s been fun watching the senior members 
in their training these past few weeks. That 
lecture Killian gave them must have had bite to 
it, because even lazy Baron Zinda seems to be 
working out as hard as his students now. 
Maybe the seniors were threatened with losing 
their posh positions in the guild...there 
certainly are some guild members who would 
like to be a senior member. Since many of the 
students have already surpassed their teachers, 
I imagine some changing of the guards is a 
possibility in Killian’s mind. 

I wonder what Killian thinks of the guild 
member who ‘is rumored to have joined the 
renegade goblins? That would be almost as 
bad as joining the Night Cult. Well, I'd better 
get some rest. Tomorrow’ I tackle some 
intriguing magical theorems with the help of 
Graydawn. 

[If you think you'd like to join the fun in 
the Adventurers Guild, see the Gameline 
section] 


FLYING DUTCHMAN GAMES 
Quest of the Great Jewels 
Player response to the new printout format 
has been exceptional. Everyone is delighted 
with the improved readability and elimination 
of almost all of the abbreviations in the old 
format. I would like to congratulate the 
winners of recently concluded games, who all 


Set on the mythical campus of Catadu, 
DUEL is a magical PBM combat game where 
humans and other exotic beings compete for 
academic achievement. You take the role of an 
Instructor that guides five apprentices in their | 
development of incantation strategies and conflict | 
tactics. Students conduct spell-casting engagements 
by altering the five ancient Crystals of Nuvaw, | 
while fending off the attacks 

of a worthy opponent, 
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receive 3 free turns in their next game: 


QJ117 - David DesJardins 

QJ118 - Frank Lowther 

QJ119 - Del Wilson 

QJ120 - John Byrne and Frank Lowther 
(team game) 

QJ121 - Bob Taylor 


FRACTAL DIMENSIONS 

A Duel of A Different Color 
Awards: Catadu University pays tribute to 
it’s instructors who have established a 
complete team of students that have achieved 
the level of Tint. Recent instructors who 
received this prestigious certificate are of the 
Misfits and the Kaleidoscopik Ventures. The 
Council of Colours congratulates those who 
received an award. 

Proposal: A nameless Catadu instructor 
has seriously proposed that students should 
have the preference, before they enter the 
dueling chambers, of preparing a defense. 
This defense would be in effect on the first 
phase of the examination. He claims that top 
ranked teams always seem to favor the same 
strategy: put everything they have into missile 
spells the first few phases. If a student goes 
on the offensive, there is a high probability that 
they will get wasted. If the student goes on the 
defensive, again, chances are they will get 
wasted. The administration of Catadu would 
like to hear the thoughts of other instructors on 
this proposal. 

From the Morgue: No student has been 
killed in the underground dueling chambers 
during the last period, 6/18 - 8/20. The 
Colours of Catadu have voiced their opinion 
that the students at the university are lacking in 
aggressive tactics and wish the instructors to 

press their teams to attain their full potential. 

Campus Rumors: Why is everyone 
toasting the Misfits? They’re still ranked 
below the Wimps of Death. - Karina...Karina 
and Cambridge were heard arguing with 
Falcon of the Freemages over a pitcher at 
Dunbar’s. Karina and Cambridge insisted 
since they both beat one of the Wimps of Death 
each of the last two duels, and each almost 
killed Kickaxe, that they had the right to loudly 
insult the Wimps of Death again. Falcon stated 
it Was wrong to bait your opponent. Lest they 

duel harder against you...Following the recent 
week in seclusion the Grey Sword Circle has 
announced that one of the three remaining 
original members, Flavius, has been replaced. 
A freshman named Lysander had taken his 
place...Pigment Zinger is said to have ripped 
his team for its recent complacency, but denies 
that Flavius was dismissed for losing a duel 
with Gorgon...Warlocks of the Mist have 
arrived!! I, Lord Bogg, have scoured the 
swamps and marshes of several planets and 
dimensions in order to assemble my group of 
warlocks. Do not be foolish enough to assume 
that we are overconfident after our first 
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(perfect) turn. Catadu has a reputation for 

teaching harsh lessons to the overconfident. 

May “Color” be yours!! - Lord Bogg, 

Instructor to the Warlocks of the Mist...Stock 

in Bang’s Ambulance and Bang’s Funeral 

Home has recently gone up after an unknown 
investor purchased all available 
shares...Bloodshot of the Rising Sun was seen 
drowning his sorrows in a beer at Dunbar’s 
after Bollo took the wind out of his sails in the 
third phase during the last examination. “Aye, 
a sneaky one that Bollo. Broke my winning 
streak!” was all he would say... Unbelievable, 
I go on sabbatical for 3 months and Cerise is 
STILL at number four. Pitiful. The songs at 
Dunbar’s may stop. Adanac’s back and the 
Shards gleam again. Grey Sword Circle - you 
haven’t been doing your job. Must I show you 
again? First order of business: Juggling 
Fools. - Lord Adanac...After a total washout, 
the members of the Nightwings have been 
training every night for the past two weeks. It 
seems that there is no rest for losers under the 
tutorage of Instructor Questor. 

Student Spotlight on...Gorgon the 

Survivor of the Sparklers 

It was my first assignment away from the 
food page. I had to interview one of the top 
students at Catadu University. The 
target...Gorgon the Survivor. I thought it 
would be easy. I thought I had it made. Talk 
about being wet behind the ears... 

I approached Gorgon as the students were 
waiting the latest ranking at Lives Pavilion. 
My press badge proudly displayed as I swept 
a path through the crowd. I stopped before 
Gorgon, introduced myself and requested an 
interview. I’m not sure what I was 
expecting...gratitude, maybe excitement at 
being interviewed. What I got was something 
else entirely... 

“Why do you want to talk with me? Many 
of them already know me and have faced me 
across the chamber floor,” Gorgon said while 
motioning to those milling about the room with 
his head. “Enough of them are after me, now, 
you don’t need to draw attention to me by 
standing here yakking away.” Trying to geta 
word in, I stuttered “I--I”. Gorgon continued 
as if I hadn’t spoken. “Tobog Lodge is 
deserted this time of year. Meet me there at 
0400 and I'll talk then.” Ke turned and 
galloped away. 

I couldn’t believe it. It was only an 
interview for heaven’s sake! It seemed that if 
I was going to deliver the article, I'd have to 
play cloak and dagger. Not to mention getting 
up in the middle of the night. This was not at 
all what I envisioned, but I knew I had no 
choice. 

I waited for what seemed like an eternity in 
the deserted Lodge for Gorgon to appear. I 
turned in disgust to leave. A sound came from 

a dark corner. I jumped. Gorgon walked out. 
“Don’t ever do that again,” I said. “You 
Startled me.” “Your concerns do not matter to 


me,” Gorgon replied. “Ask me your 
questions, I have better things to attend to than 
answering your petty questions.” 

Icertainly took offense with kis commands 
and bristled at kis tone of voice. It wasn’t until 
after the interview, that I realized the beginning 
would be considered cordial compared to what 
followed. 

After struggling through several ques- 
tions, foolishly, I asked Gorgon his opinion on 
the petitions to expel Eb’nels from Catadu 
University. I watched as a very loud, distinct 
skin color pattern emerged. “Expel us.” 
Gorgon exploded. “We are the only race 
worthy of Catadu in the first place. Why we 
are the only race with the distinction of 
annihiliating our natural enemy. We who 
fought so hard not to perish at the whims of 
others. We will not to repudiated. I know that 
some have called up hapless punching bags 
among other names. What they seem to forget 

is that we are resilient. We will survive. We 
have always survived.” 

By this time I was worried. Lights and 
shadows violently danced around hir as kis 
skin color patterns oscillated. I knew of 
Gorgon’s reputation as a bloodlusting 
berserker. I tried to be calm. Gorgon wasn’t 
paying attention to me. Being no fool, I began 
to back away towards the door. A paw lashed 
out at me. I flew through the door. My feet 
didn’t stop running until I was back at the 
paper. 

I got my article done. I went to Gorgon's 
current instructor, Gemmi, and asked for kis 
biography. I embellished and polished the 
standard rhetoric. My editor wasn't to 
pleased, but she accepted it. Later, I found out 
that I was not the first who tried to interview 
Gorgon. But, I was the only one who got a 


story. 


Catadu University Honor Roll 
The Black and White Colors bid 
congratulations to the newest teams of CU's 
Honor Society. These teams are currently 
ranked the top fifteen best at the university. 


Team Name Statistics 
1 Rising Sun(25) 20[3]-9-8 
Winter Flowers(3) 64[1]-55-46 
2 Grey Sword Circle(37) 33[6]-10-6 
3 Sparklers(15) 22[0]-20-15 
4 Freemages(30) 34[1]-25-21 
5 Crystal Shards(42) 32[6]-12-8 
6 Wimps of Death(35) 26[1]-37-14 


7 Kaleidoscopik Ventures(23)20[0]-16-9 


8 Misfits(36) 16[0]-14-20 
9 Sound and Fury(48) 20[0]-10-5 
10 Deadly Spectrum(9) 17[0]-37-21 
11 Nightwings(7) 23[0]-59-13 
12 Warlocks of The Mist(59) 7[0]-1-2 

13 Nature’s Wonders(47) 8[0]-1-1 

14 Chromatic Knights(45)  5[0]-4-1 

6[0]-11-3 


15 Knights of Daze(46) 


Note: All teams do not have five students. 
Therefore, the team Statistics might be 
misleading. Actual standings are done by 
averaging the team members’ ratings. 


The Council of Colours bids congratula- 
tions to the newest members of CU’s Honor 
Society. These students are currently ranked 
the top twenty best at the university. 


Student Name Team Name Statistics 
1 Bollo Winter Flowers(3)  19[0]-9-7 
2 Bloodshot Rising Sun(25) 12[3]-3-2 
3 Pierre Winter Flowers(3)  16[1]-9-6 
4 Cerise Crystal Shards(42)  14[0]-2-1 


5 Remus Grey Sword Circle(37) 8[3]-3-2 
6 Wisp Grey Sword Circle(37) 10[1]-2-0 
7 Geyser Grey Sword Circle(37) 8[2]-3-2 
8 Youngling Swirl Freemages(30) 6[1]-4-6 


9 Maurs Winter Flowers(3) 10[0J-12-10 

Gilles Winter Flowers(3) 11[0J-14-10 
10 Amber Crystal Shards(42) = 5[3]-1-1 
11 Chitter Wimps of Death(35) 9[0]-7-4 
12 Arpad Winter Flowers(3) 8[0]-11-13 
13 Emerald Sparklers(15) 6[0]-7-5 
14 Karina Freemages(30) 7[0]-7-3 

Cambridge Freemages(30) 8[0]-3-3 


15 Gorgon the Survivor Sparklers(15)8[0]-7-6 
Divine Wind Rising Sun(25) 8[0]-6-6 


16 Aella Grey Sword Circle(37) 7[0]-1-2 
17 Proc Crystal Shards(42)  7[2]-5-3 
18 Neek-klo Freemages(30) 8[0]-4-5 
19 Tanzanite Sparklers(15) 8[0]-6-4 


20 Kickaxe Wimps of Death(35) 4[1]-11-2 


Toadal Chaos 
Frogg’s Bogg - Playtest Game #1: All 
goes well in the first Toadal Chaos - The Frog 
Wars playtest game. All six players are still in 
the game. Not one clan has an advantage over 
any other. It is still early in the scenario, so 


the playtesters are still grasping the “feel” of 
the game. Suggestions are still filtering in from 
the testing crew. Small changes are still being 
incorporated into the game as of this writing. 


GAME SYSTEMS, INC 
Middle-earth PBM 

Game #62 - The Dark Servants: #14, #22 and 
#21. The Dark Servants have raised the banner 
of the Lidless Eye and claim Middle-earth for 
their Lord. The strong sit by their Master in 
triumphant glory while the weak go to the slave 
pits. Final standings are as follows: #14 Cloud 
Lord - 2183, #22 Haradwaith - 2150 and #21 
Corsairs - 2050. 

Game #82 - The Dark Servants: #21, #19 
& #14. Sauron’s dark desire has been fulfilled 
by his loyal servants as their will, unopposed 
by the forces of Light, is enforced throughout 
Middle-earth. The foul contract made with 
Sauron has come to fruition as they now rule 
and land. Final standings are as follows: #21 
Corsairs - 1900, #19 Long Rider - 1800 and 
#14 Cloud Lord - 1558. 

Game #99 - The Dark Servants: #22, #17 
& #21. Sauron has accomplished what HIS 
master, Morgoth, could not--the eradication of 
the forces of Light from Middle-earth and total 
dominion over the land. He rules from Mt. 
Doom with his chief servants at his side. Final 
standings are as follows: #22 Haradwaith - 
2100, #17 Quiet Avenger - 1500 and #21 
Corsairs - 1500. 

Game #126 - The Dark Servants: #25, #17 
& #18. Led by the “reformed” Easterlings, 
the Dark Servants have won the day for their 
dark Master. The Free now serve as dinner for 
the troops of the Lidless Eye and the dark yoke 
of slavery rests on the followers of Light. 
Final standings are as follows: #25 
Easterlings - 1917, #17 Quite Avenger - 1517 
and #18 Fire King - 1450. 


others. 


own! 


GAMER’S DEN 
Phoenix 

There are now over 30 games of Phoenix 
running, many of them single player games. 
Folks seem to like learning the ropes on their 
own before jumping into larger player-on- 
player situations. The record on a single 
player win is still at 21, by Andrew Barton as 
a Pini. Bob Thomson of Llucky Llama games 
is one of the eager beavers trying to break the 
record for game completion. Congrats to he 
and his wife Debbie on their new baby girl! 

No multi-player games have finished yet, 
though Umbriel-2 looks pretty close to 
wrapping up. One two player faction was 
walking away with a victory until the other 
players pooled their forces and tried to halt 
their oppressors. Victory is still up in the air. 

JFH GAMES 
World War IV 

Game #6 is winding down although 15 
players are still battling for position. None of 
the top players have a clear advantage, so the 
action is still heavy. Although the smallest 
alliance seems resolved to accept their fate, 
they too are playing on, wishing to have 
something to say about the post-war division 
of the world. 

Game #9 is approaching the mid-game 
stage where tech differences are becoming 
significant and the weak have already fallen. 
Everyone has some experience now so 
diplomatic negotiation is the key to further 
growth. However, this game shows no clear 
sides being drawn; there are some groups of 
friends already firmly allied, but there are more 
than three of these groups and lots of relatively 
independent players yet. There will probably 
be lots of political realignments before this 
game falls into distinctive groups, if it ever 
does. 

Game #10 is a team game with the Arabs 


KRAALIZEK 


The god Krahl has placed you on a land of hls own making with several 
He has provided the perfect conditlons to prove your 
emplre-bullding abilities: a few provinces, some gold, troops and navies, 
and plenty of filth-ridden peasants. 
peasants and attacking other players. But take care -- overtaxed rabble 
take no truck from greedy tyrants. If you balance your military and social | 
demands, you may purchase advanced technologles which can give you | 
the upper hand you need to crush your enemles ... and claim Krahl as your 
KRAHLIZEK Is a closed-ended strategic wargame In which you get: 
Customized starting positions; customized order sheets that employ simpie 
English; an ever-expanding library of full-color game maps; clear, concise, 
laser-quallty turn reports; 100% computer moderation. 


Expand your empire by taxing your 


Costs: Rules $4.00; Turns $4.00; Setup $15.00. 
Setup Includes rules, setup, and three turns. 


Aggressive Addiction Games, linc. 
P.O. Box 361, Cecil, PA 15321-9901 
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being the first to fall. This seems to be a 
distinctive possibility for these positions even 
though the Arabs won the previous team game. 
They start in the middle of everything and tend 
to have more action early on. If they win most 
of it, they can become the world leaders, if they 
lose most of it, they become the first casualties. 
Since they were carved up by more than one 
other alliance, it is still to early to declare any 
leaders. 


LLUCKY LLAMA GAMES 
You Rule! 

Game One of You Rule! is Over! Bowing 
to the inevitable, Borderlands and Galactose 
have surrendered to the combined might of 
Antares, Chin-Na and FoolBoy. Congratula- 
tions to Tim Arheit, John LeLange and Robert 
Myhre. Special congratulations to Petri 
Heiramo, the original Antares. Despite 
missing the first and fourth turns, he built his 
position into a major power before losing net 
access for the summer. Condolences to David 
Ondzes and Pat Truman who put up a valiant 
fight until turn 34. 

We set up game one with ten players on the 
Highland map, which made for rather a tight 
fit. Several players dropped out early. By 
mid-game, we were down to six active players. 
In the north Galactose had the largest empire, 
but his position suffered from over-long 
loyalty to two nearly inactive allies. In the 
south Arioch played extremely well, defending 

his position for many turns against the 
combined might of Antares, Chin-Na and 
FoolBoy. The sixth player was David 


Ondzes, coming in as a standby for the long- 
inactive Borderlands. 

The endgame began with the orderly 
transition of the Antares position from Petri 
Heiramo to John LeLange. After defeating 
Arioch, the three winners began their steady 
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it'll rock everyone's worlds 


Phoenix is an elegant, engaging, and well-balanced PBEM space game 
of diplomacy, exploration, economic expansion, and military conquest 
for novice and expert players alike. Gamer's Den brings electronic 
multi-player gaming to you with PBEM games for the Intemet and 
CompuServe communities. Give our games a non-obligational try! 


march north against Galactose and Border- 
lands (who had built his position up to five or 
six provinces with some help from Galactose). 
This was when we realized that we needed a 
limit on the number of characters. The players 
had much gold from their powerful positions 
and trained so many characters. that their 
prinjouts became cluttered and they were 
writing hundreds of orders per turn. Antares 
alone trained over 130 characters on one turn! 

Finally, the combines might of the big three 
southern powers proved too much for the two 
in the north. Congratulations to Time Arheit, 
Petri Heiramo, John LeLange and Robert 
Myhre. 


Player Code Name Score 

Winners: 

Antares John LeLange (standby) 405 
Petri Heiramo 

Chin-Na Robert Myhre 338 

FoolBoy Tim Arheit 242 

Others: 

Galactose Pat Truman 536 

Arioch Shaun Chin 160 

Vlad Richard Peiper 160 

Borderlords David Ondzes (standby) 100 

John Zamick 

Panther Andrea Milar 100 

Mayan Mayan Moudgill 87 

Dale Dale Moore 52 


MARGUERITE DIAS 
Kavernes 

Can we breathe a sigh of relief? Yes, 
apparently we can. None of our intrepid 
explorers succumbed in the Kavernes (or on 
the way to the Kavernes) over the past two 
months. Lucky? Good luck. 

The discoveries in the abandoned 
farmhouse, John Mouldy’s Place, have come 
fast and furious. It would appear that its 


> tums checked for errors on receipt and 
reported back so you can fix them 
before the tum runs 

> only $2.50 per tum or $1.00 per turn for 
solo games 

> two free tums with new accounts 

> game sizes from 1 to 20 players 

> tum based gaming with 1, 2, or 3 tums 
per week 

> tum exchange via Intemet or 
CompuServe 

> a 200+ page Player's Guide for $15; 
on-line version available for free 

> a VGA DOS interface coming Fall 1994 


former owner--one of several--was an artist 
named David Tavestock. Evidently, Mr. 
Tavestock was also a frustrated writer, leaving 
behind a number of hidden journals that 
Kavernes adventurers have found to be 
required reading. 

The decrepit farmhouse has been said to be 
the key to the Kavernes, but the problem comes 
in deciding where to search for clues or 
treasures or entrances. John Mouldy’s Place 
has two upper floors...and a cellar (of sorts). 
Almost all of the explorers have been 
sidetracked by the most fascinating tidbits of 
information; there’s not a nook or cranny of 
the forlorn building that doesn’t offer 
something in the way of intrigue. 

So the quest for the Kavernes goes on. 
And who will be the next adventurer to fall 
victim to the traps and wickedness of the 
Kavernes? “Not I,” declares each player 
character. But, surely, someone will be 
proven wrong before long. And so it goes in 
the Kavernes. 


New Dawn 

“The first time I walked through the newly 
discovered Temple Of The Eternal Virgin, I 
saw that the architectural interiors were all 
beautifully fitted out and the original murals 
and medallions were intact, “ wrote the ancient 
Liont explorer, Ricilli. “In fact, I was 
reminded of royal Liont rooms. I felt that the 
right arrangement of the religious relics, placed 
sparsely within the buried site, would cause 
the space within to glow around and under 
them. That was what the legends stated. The 
relics that I had uncovered myles from our dig 
were reputed to have a sculptural quality that 
could harness mysterious forces within the 
structure. The long dead clerics of the temple 
were past masters at adhering to the traditional 
design, proceeding with crucial positioning of 


> $0.50/tum VGA Planets games also 


Gamer's Den PO Box 390755; Mt View, CA 94039-0755 
internet: support@den.com; compuserve: 73613,3472 


Phoenix © Garrett, Goodman and Woods 1988 - 1994. All Rights Reserved. 


available 
Se 


the holy objects of the faith known simply as 
the Brunsch.” 

The just finished paragraph is but the 
opening narrative in a lengthy description 
found within one of the many, many scrolls 
belonging to the Great Library Of Auld within 
the cosmopolitan city of Casbah. No one 
except the most thorough and long-lived of 
librarians has any idea as to the exact, or 
approximate, number of tomes that the 
institution holds. Established over a century 
ago by the revered Order Of The Last Stand, 
the Great Library Of Auld was built to embody 
the elegance of days long past; it had been put 
up onacurving street of wood-framed houses, 
set one by the next. At once civic and private, 
well-met of mien and vain of ancestry (having 
been constructed for the playboy son of the 
founders of the Casbah), the institution has 
stood its ground as a fine landmark ina city that 
never truly sleeps...or rests. 


Traders transporting a priceless load of 
rare Pav diamonds have slipped into Casbah. 
No one is certain what the traders ultimate 
destination is, but it doesn’t seem to be 
Casbah. And woe come to any foolish enough 
to attempt to steal these diamonds--twelve have 
already tried and twelve have already died. 

The University of Ricane has commis- 
sioned a scholar to find the source of the fabled 
Pearl Rains. A supposed supernatural 
phenomena of centuries ago, the Pearl Rains 
were able to illuminate the ground it touched 
for days on end. 

Lord Tumeric has launched his latest 
expedition into the Great Crack. Up to this 
point the journey has been profitable with the 
group discovering a valuable cache of gold, 
sealing in containers stating: “In Od We 
Trust”. 

Two small inns--the Fine Stone Inn and the 
Pasture Bay Inn--have seen their patrons 


entertained on separate nights by a handsome 
Sssss troubadour who has refused any reward 
except the lock of the blonde tresses of a 
Viking female. 

The 6000-square foot home of. Lady 
Monoque was broken into during her absence. 
A single unidentified criminal robbed the place 
of a jeweled necklace...after having first 
“sampled” the wares of three of the maids. 
Lady Monoque is reported to be outraged by 
the intrusion and has apparently issued a 10000 
gold reward for the fiend’s capture--dead or 
alive. 

The annual Dance Of The Illustrious 
celebration will be slightly different this year 
with Lady Hov introducing her newest love-- 
a lad half her age--as the Stepmaster. 


Cyberfringe 
Welcome to 2054. And every member of 
the cyberfringe has a bullseye painted on her or 
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EUROPEAN BACK ISSUES - Single issues are $8.50 each. Specials - 4 issues for $30.00; 6 issues for $45.00; 8 issues for $59.00. AUSTRALIAN BACK ISSUES 
- Single issues are $9.50 each. Specials - 4 issues for $32.00; 6 issues for $48.00; 8 issues for $63.00. All foreign back issues are sent Airmail. Payments should be paid 


in International Money Order in US funds. 


#21 Company Commander, Heroic Fantasy, Out Time Days, Supernova 
#24 State of War, It’s A Crime!, Alamaze, Ad Astra 
#25 Fleet Maneuvers, Crack of Doom, Epic, Duelmaster, Alamaze, It's A Crime! … 
#26 Supernova II, Alamaze, New Order, Starmaster, Hyborian War ........s.s0 
#27 Midgard, Galactic Prisoners, FeudalLords, World War, Hyborian War ... 
#28 Stat-Sports & On-Paper Baseball, Fleet Maneuvers, Supernova II AA 
Domination, Quadrant Wars, Arena Combat, Survival Challenge, New Order, Supernovall.. 
S.A.B.R.E., Warp Force Empires, Alamaze, Domination, Feudal Lords... 
#31 Civil War, CTF 2187, It's A Crime!, Hyborian War, BSE 
World Wide Battle Plan, PBM Baseball ...... 
New Dawn, Venom, The Weapon ........... 
Galactic Prisoners, Domination, CTF 2187, Conquest, Fleet Maneuvers .. 
Supernova ll, Into Infinity, Space 101 
The Next Empire, Space Combat, Orion Nebula, Star Saga, Kings N Things" .... 
Supremacy, Into Infinity, Conquest, Orion Nebula, State of War, World Wide Battle Plan 
Adventurer Kings, Takamo II, Land of Karrus, Space Combat, The Next Empire 
CTF 2187, Gameplan, Hyborian War, Alamaze, Victory!, Powerstar, Out Time Days .... 
Cosa Nostra, Monster Island, Heroic Fantasy, Sirius Command 
Cosmic Crusaders, Conquest, Bliss, Atlantrix, The Next Empire, CTF 2187 
Portinium, Stand & Deliver, Adventurer Kings, Swords of the Gods, Quest of the Great Jewels .. 
Middle-Earth PBM, Portinium, Victory!, Cluster Lords, Cosmic Crusaders, Realms of Fantasy 
Stand & Deliver, Family Wars, Warriors & Wizards, Lords of Destiny, World Conquest 
Warriors & Wizards, Darkness of Silverfall, Monster Island, Gladiators of Death 
Lords of Destiny, Land of Karrus, Stand & Deliver, Armageddon's Aftermath, Gameplan.... 
Swords of the Gods, Glory II, Fleet Maneuvers, Illuminati, Crystal Island, Starglobe, Alamaze 
Star Quest, Fleet Maneuvers, Sirius Command, Galactic Overlord, Armageddon Aftermath 
Fleet Maneuvers 3-D, Continuum, Out Time Days, Stand & Deliver, Throne of Rhianon 
Portinium II, Centurion, Coup d'Etat, Middle-earth PBM, Portinium, Murder! 222 
Gladiators of Death, Middle-earth PBM, Krahlizek, The Bloody Blade ........ 
Adventurer's Guild, Kavernes, Phoenix, Seeds of Destruction, Westworld...... 


SSRSRSSABASASESSESESSS 


$5.00 
$5.00 


Paper Vinay hou 


his networked chest. What is going on? 

Word has leaked out over the Net that the 
megacorporations have gone insanely vengeful 
over the latest invasion of their databases by 
the Hole-In-The-Disk Gang. One particular 
database with over half a billion accounts was 
converted by the rebel group--using a renegade 
virus program--into an obscene limerick over 
a trillion lines in length! The Suits want 
revenge! 

Fear and loathing of the cyberfringe is 
reaching a fever pitch. High frequency 
business message bursts have been intercepted 
and partially decoded, indicating that the Net is 
to be infiltrated at every level by the Silicon 
Center’s squads until the menace of the 
cyberfringe is ended...or neutered. 

Elsewhere...An association on the Earth 
Cybertronic Network is rumored to be plotting 
World War IV. 

Research is being conducted on the first 
phase of the Newman Cyborg Project by the 
Trinidad Foundation. 

A squalortown has been ordered 
demolished in order to make room for the last 
Hospitality Zone for the Lifedepot organiza- 
tion. 

The Church Of The Second Formatting is 
taking hold in the Net, conducting weekly 
meetings of its brethren. 

Three ECN users were found dead after 
hotwiring their terminals incorrectly into their 
neural cells. 

Mayor Jonus T. Tee has forbidden his 
citizens to patronize the Net after word was 
leaked of his affair with a metropolis 
administrator’s underage daughter. 

The Society Of The Cyberhand has 
ordered the real-world execution of a dozen 
Net participants who were play-killed during a 
deadly Russian Roulette Scenario in the 
MultiVac computer network. 


PRIME TIME SIMULATIONS 


World Conquest 

Game 192 - Congratulations to Eric Moses 
for setting the new record for the earliest 
victory EVER in WC... 14 Turns!!! Eric was 
brutally efficient in dispatching his opponents; 
he just wouldn’t take no for answer! Great 
victory Eric! 

Game 157 - Congratulations to Tony 
Sagona for his 7th!?! WC victory! Tony has 
established himself as a true WC legend! For 
those of you who have played in one of the 
seven games that Tony has won; you can 
truthfully say that you have been beaten by the 
BEST!!! (We're not worthy; we're not 
worthy! <grin>) 

Game 144 - Congratulations to Charles 
Turner, for his 2nd WC victory! This game 
had a wild finish! Charles Turner and Antonio 
Osborn both reached 12 cities on the same 
turn. This is only the third time we’ve had to 
utilize the tiebreaking procedures (Number of 
cities, villages, then buildsteps)! Utilizing our 
tiebreaking procedures, it was determined that 
Charles had in fact triggered the EOG Warning 
by merit of having more villages... In order to 
prolong the game, Charles would have had to 
lose a city. This didn’t happen, soooooooo.... 
Good game guys! 

Game 132 - Congratulations to Ed Kundrat 
for his first WC victory! Ed secured his 
territory early and never had to fight on 
anything but his own terms... 

Game 130 - Congratulations to Tom 
Berendt and Jim Jagy for their victory! This is 
Toms first win and Jims’ second! They 
managed to survive the counterattacks from 
their neighbors, who mobilized too slowly to 
be effective! 

Game 147 - Congratulations to Jim Goss 
and Leon Horne for this victory. Both Jim and 
Leon now have 2 WC victories! 

Game 165 - Congratulations to Corey 
Thomas, for his 1st WC victory! Corey never 
slowed down in this game, and only 99’ed 


CEOs wanted in Private Sector™ 


Tired of working for some- 
one else? The business 
world wants you! You 
could start your own busi- 
ness. Afraid of failure or 


bankruptcy? Then practice 
running your business in 
Private Sector™. PS is the 
only business PBM/M game 
in which you pit your wits 
and skills as a CEO of a 
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FREE RULES! 


Send SASE to: 
Treesahran Industries 
336 Lafayette Drive 
Culpeper, VA 
22701-3963 
Member of: 
PBMA and GAMA. 
BBS (703) 829-2441 


(improved city production) once or twice 
during game... 


ROLLING THUNDER GAMES, INC. 
Victory! The Battle For Europe 

The seventh and eighth games of Victory! 
The Battle For Europe have ended. Game #4 
and #17 (a special game which started with 
advanced tech and ran for only 49 turns) were 
played to conclusion. Five nations survived in 
each game to compete for various honors. 

The official winner of Game #4 was 
Richard Cavins, playing Switzerland with a 
final score of 640 victory points (out of a 
maximum of 735). The official winner of 
Game #17 was Dan Lawrence, playing Italy, 
with a final score of 595 points. 

“Best Nation” honors (based on individual 
scores) went to Patrick O’Connell’s Canada, 
Rick McFarland’s France, Michael Jayne’s 
Ireland, Dan Lawrence’s Italy, Al Coffield’s 
Portugal, Jack Osborne’s Spain and Richard 
Cavin’s Switzerland. All were the first to 
finish a game with their respective nations with 
the exception of Michael Jayne’s Ireland which 
beat out the previous “Best Ireland” of James 
Zielinski by 132 points. 

The current “Best Nation” list is as 
follows: Best Austria, Phillip Dedmon with 
407 points; Best Baltic States, Richard H. 
Reece with 506 points; Best Bulgaria, Bill 
Vognsen with 644 points; Best Canada, 
Patrick O’Connell with 607 points; Best 
Central Russia, David Hunt with 670 points; 
Best Czechoslovakia, Brian Goehrig with 627 
points; Best Finland, Jack Osborne with 669 
points; Best France, Rick McFarland with 614 
points; Best Greece, Steve Ezzo with 665 
points; Best Hungary, James Hines with 518 
points; Best Iraq, Chris Wayne with 614 
points; Best Ireland, Michael Jayne with 553 
points; Best Italy, Dan Lawrence with 550 
points; Best Norway, Kent M. Miller with 631 
points; Best Persia, James Babson with 570 


points; Best Poland, Charles Clark with 654 
points; Best Portugal, Al Coffield with 617 
points; Best Rumania, Joe Lardear with 665 
points; Best Spain, Jack Osborne with 658 
points; Best Sweden, Richard Cavins with 603 
points; Best Tunisia, Richard H. Reece with 
533 points; Best United States, Claude Richard 
with 480 points and Best Yugoslavia, Allan C 
Losh with 627 points. 

Congratulations to all! 

Game #’s 6-10, and 13-16 and 18-37 of 
Victory! The Battle for Europe are now 
running, with game #’s 38+ taking signups at 
this time. 


SINBAD’S GAMES 
Coupdetat 

Game #5, Turn #48 saw only eleven 
attacks and there were no nukes used. 
KASSEL captured a city from DREUXIN. 
BOGOTA took three cities from the remains 
of HELENA. TAKAISHI attacked all over 
the map, taking four cities on all, spread 
amongst WALANCE, TANANA and 
NICOBAR. ELKMONT failed in one attack 
against OLMONK but captured three cities 
from TANANA and VALANCE. It was 
clear that TAKAISHI and ELKMONT had an 
overwhelming economic advantage due to the 
number of cities that they controlled and they 
were ina position to snap up dozens more from 


adjacent inactive positions. NEWBURY 
recognized this and made a formal proposal 
that the game end in an armistice. The 
remaining players accepted this proposal prior 
to the processing of Turn 49. Based on the 
number of cities controlled plus research 
points, First Place went to Mike Thorton 
(TAKAISHI). Richie Band (ELIZONDO) 
was Second, followed by John C. Muir, Mark 
Lamphere, Ted Czyzewski and Joe Kearney. 
Well done to all the survivors. This game 


produced a clear victory for the Empire 
Builders over the Technologists. The last 
game ended in a marginal victory for the 
Technologists and we can only wonder what 
would have happened if the two nuclear 
powers had supported each other instead of 
fighting each other. 

Game #6 has not started because we are 
testing computer moderation of Coupdetat. 
I’m also working on getting another game 
ready for playtest. What this space... 


CTF 2187 players enjoying themselves after the A.G.E. seminar. L to R Raymond 
Doo, Ty Burman, Paul Anderson, Terry England, Eric Nakayama and J.J. Taylor. 


7th Dimension Gaming presents. 
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+ Full color map of 1,000+ provinces, with locations randomized each game. 
+ 13 different troop types with over 4,000,000 combinations of arms & equipment. 
+ Complete magic system with 100+ spells and 40+ magical artifacts. 
Aa * Closed-ended; 25 players per game; 100% computer moderated. 
5 + ALWAYS laser printer results. + NEVER any hidden turn costs!! 
+ Earn free turns YEAR AFTER YEAR by referring JUST ONE FRIEND to us (ask for details)! 
+ Each game is completely different since every player designs his own position. Can you spend only 1000 I.P.P.'s 
(Initial Parameter Points) on your: 
a. army(s) 
. troop units 
. Navies (raiders, escorts, merchant fleets, warfleets) 
. Starting wealth (initial treasury) 
: Suzerains Political Rank and Prestige 


b 

c General overview rulebook free; 
d 

e 

f. initial economic strength (# and type of Population Centers) 

8 

h 

i 


Turn fees, $7.00 and down; 
Full rules (4 books) $20.00, from 


7TH DIMENSION GAMING 
Attn: Dept. P 
26 Trailwood Circle 
Petal, MS 39465 
601/582-7392 


. quality, quantity of Agents, Generals, Nobles & Mages!! 
. Starting magical items and artifacts 
AND MUCH, MUCH MORE! 


7TH DIMENSION GAMING....PBM Gaming 
for the 
21st Century and BEYOND!!! 
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TRACKS: YOU'RE IN COMMAND 


1940's. The Eastern Front. The 
Wehrmacht is plunging into Mother Russia to 
seek to add it to the holdings of the Axis. The 
German Army has been steadily plunging into 
the land of the Soviet Union, under the iron 
rule of Joseph Stalin. But the blitzkrieg has 
been bravely met every turn by the forces of the 
Red Army, making the Huns pay for every bit 
of ground they take. 

But that is the big picture. Although you 
have a definite interest in the outcome of it, it 
is not your concern at present. What is the 
battalion sized force that intel has indicated is 
somewhere in the field before you. What the 
force is composed of is unknown. And they 
could be anywhere among the trees, hills and 
clumps of buildings in there. 

Soon your forces will engage. Your 
bravery, intelligence and fortitude will be 
tested under fire, the ultimate kiln where men 
are made and destroyed, often at the same time. 
And though it isn’t immediately on your mind, 
all of these relatively small battles and their 
outcome will be the determinant in the big 
picture.... 


Frustated with a 
failure to evolve? 
Tired of the same 
old habitat? 


Vie for dominance in a 
3D pool of primordial 
ooze as you direct the 
evolution of a legion of 
micro-organisms. 


You're An Amoeba, 
GO! 


Setup with four turns: $10 
Subsequent turns: $ 3 
Rulebook: Free 


Monastic Software 
PO Box 4156 
Ithaca, NY 14852 
(607) 256-7163 
CIS: 71640,232 


42 Paper Mayhem 


By Trey Stone 


Your First Command 

Tactics, the nuts and bolts of war. There 
are algt of wargames for the tabletop that deal 
with the subject, but surprisingly few PBMs, 
currently. The dominant type of wargame in 
PBM is a myriad variation on the “big 
picture”, be it modern, historical, fantasy, sci- 
fi or whatever. But recently, the American 
postal gaming scene has been showing more 
willingness to diversity, take more chances. 
Fortunately, this trend has included tactical 
simulations. Currently, this group includes 
Centurion, Interceptor (in  playtest), 
Laserplatoon (also in playtest) and Death By 
Starlight (the successor to Space Combat, a 
great game which was sadly terminated by 
players who for some reason couldn't adjust to 
space warfare by biological units instead of 
starships. Go figure). There are others 
coming out, too. 

Of course, a relatively new entrant in this 
field is Tracks, by Friendly Fire Games. 
Armored warfare is not the newest subject 
explored in a tactical PBM, but the setting, 
World War II, puts a very new spin on things. 

When you get your set-up package for 
Tracks, you get a simple, deceptively thin 
rulebook. With a plastic binder to hold things 
together, and a cover with the game title, a 
couple of tanks and the words Friendly Fire 
Games in, well, friendly print, one is drawn to 
peek inside to see what is inside. Presented, 
in very compact and straight forward form, is 
rules and hints covering movement, spotting, 
firing, terrain effects, artillery, airpower, etc. 
Of course, there is the usual house rules, too. 
Most of it is quite clear and concise, although 
the rules for maneuvering aircraft were initially 
confusing and required a bit of trial and error 
for me to figure out how to handle planes. 
Also, the use of on board artillery required a 
bit of trial and error, too, as it seems that on 
board artillery orders take place on the turn 
after they were ordered. But other than that, 
the combat rules were quite clear. 

But where the information is VERY 
compact and concise is the various tables 
displaying the stats on the myriad units 
available in the game. And they tell you ALL 
you want to know about a unit in the game. 


TO&E 

Let's take a look at a unit for Tracks. Just 
what is there to know about it? For instance, 
the Mark IV tank, one in the German inventory 
(and one of my favorite tanks in the game) has 
a cost of 60 reinforcement points, takes three 
turns to arrive to the front, visibility of three 
(30% base chance to spot a target), size of MD 
(medium), Fire speed of 7 (1-10, the lower it 
is, the faster your unit can shoot), it has a radio 


and it can move three squares a turn. Further 
lists show how much armor it has from 
numerous angles, as well as the range of it’s 
guns, and how much armor it can penetrate at 
various ranges and it’s percentage to hit 
infantry type units as well as armored ones. 

Each individual unit in this game has a 
similar listing. The differences are mainly in 
things like, the infantry units don’t have armor 
ratings. One hit will take them out. But since 
they are so small, they are difficult to hit, 
especially at range, even more so if they are 
hiding in woods and buildings. So your armor 
is forced to close in, often, where many 
infantry types become considerably more 
dangerous. 

Anti-tank guns are an essential part of any 
force. They are hard to hit, and although they 
need a vehicle to tow them and their crews 
around, if they are placed right, they can wreak 
incredible carnage among armor clad ranks. I 
prefer to use LOTS of these. 

There is your artillery, both on and off 
board. Lobbing explosive shells down on 
your foes at a distance. The advantage of off 
board artillery is that it seems to be more 
effective, and is quite handy in punching holes 
in movement routes covered by AT guns. 
Disadvantage is that it can go off target unless 
you have a unit in the area with a radio that can 
see the impact site and act as a forward 
observer. On board artillery shares that 
disadvantage, but has the advantage that once 
you have it, you don’t lose it unless the enemy 

destroys it. Off board artillery is lost when the 
volley you paid for it is fired, unless you buy 
more. 

Then there is aircraft. From the impression 
I get, most players don’t really care much for 
the use of planes. They are expensive. They 
take a long time to arrive. And their combat 
usefulness is somewhat questionable. But 
Vince says the aircraft rules are being revised. 
I am looking forward to seeing what is done 
with them. Right now, if one wants to use 
aircraft, my personal recommendation is to 
order no less than three, as many as 6-8, and 
have them fly abreast of each other. That 
creates a HUGE swath of ground bombing. 

But the cost effectiveness of that tactic 1s 
questionable. 


Marching Orders 
So, you have decided you want to play. 


Well, right now, Eastern Front scenarios are 
the only ones available. And they are all 
original scenarios, as you and the opposite 
player you face off against have allies to both 
your North and your South on the front. This 
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CENTURI 


B L O O D & S oT ok} mE ale 


"Centurion represents one of the finest products our industry has to offer. In 
short, players who wish to play a tactical ground-based wargame, and who don’t mind 


communicating with a few other people every two weeks or so, are strongly advised to try 
Centurion." 


Patrick Rodgers, Shadis 


"Tf you're looking for a fast- 
required, this is the one for you. 
companion games coming on-line and 
with both the game system and the m 
anyone looking for a tactical syst 


d action filled game with little player interaction 
offers expandibility as well, with the new 

ehicle design systems. Based on my experience 
tor, I wouldn’t hesitate to recommend this game to 


Joey Browning, Flagship 


"IT give this & 
complicated, the GM 
course, all that comp 
tactical PBM, I recommend you give 
possibilities than anything I've se& 


Although the game is 

Th he system easy. of 
rested in playing a 
more options and 


turion a try. The game 


lyce Moore, Paper Mayhem 


"Centurion is a great game fo 
almost the start of the game and wil 
await the turn reslts." 


t is fast and furious from 
le edge of your chair as you 


Bob Bost, Flagship 


Centurion is a 100% computer m 
The Commonwealth and its Renegade L 
Terran Overlord Government's attem 
units, infantry squads, orbital an 
tions in this game of tactical grou 
creators of BattleTech. It contain 
mail including an innovative damage 
and internal damage. 


y-mail game set in the 69th century. 

i fight a desperate struggle against the 
quer the galaxy. Players command grav tank 
ional artillery, and space defense installa- 

fe. Centurion was developed by FASA, the 

res unique to both board games and play-by- 
ccurately represents the loss of armor 


p of nine gunner Each gunner can choose from 
erienced players being able to custom design tanks. 
jions and accumulate kills, they will increase in 

jo use infantry squads and call in several different 


In Centurion, you command a g 
twenty-five standard vehicles with 
As gunners successfully complete mi 
both skill and rank. Players cana 
types of fire support. 


Unlike similar games, Centuri varies greatly from mission to mission. Different 
scenarios have different maps, objectives, and victory conditions. Additionally, as 
characters increase in rank they will be given additional responsibilities. New vehicles, 
weapon systems, and equipment are added to the game regularly. 


Centurion’s turn results are second to none featuring an 8%"x14" multi-colored, 


graphic map; high-quality graphic vehicle records detailing the status of each of your 
tanks; and laser printed action reports. 


To get started send $5.00 for rules. Setup and turns are $5.00 each. 
SPECIAL OFFER: prepay your setup and four turns ($25) and receive the rules fi 


FANTASY WORKSHOP 
P.O. BOX 293151 
LEWISVILLE, TX 75029-3151 


RENEGADE LEGION and CENTURION are registered trademarks of FASA Corporat iy 
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PBM GAME RATINGS 


AS OF 9/12/94 


The PBM Game ratings are ratings on the service of PBM games sent to us by readers and other PBM gamers. The games are 
rated on a scale of 1 to 9 with 1 being the lowest and 9 being the highest ratings. Games that are listed have a minimum of 
10 responses. Things to consider when rating the games are playability, design, ease of understanding the rules, and ease of 
understanding the game printouts. Only rate the games that you are currently playing. You can update your rating periodi- 
cally, just send in another rating sheet and we will update your rating file. 


GAME COMPANY RATING RESPONSES 
1 Star Fleet Warlords Agents of Gaming 8.406 43 
2 Adventurers Guild Entertainment Plus More, Inc. 8.347 36 
3 Victory! Rolling Thunder Games 7.990 154 
4 Star Quest Deltax Gaming 7.825 20 
5 Suzerainty 7th Dimension Gaming 7.750 16 
6 Centurion Fantasy Workshop 7.708 12 
7 World War IV High Point Games 7.700 20 
8 Continuum Zephyr Enterprises Inc 7.692 13 
9 ANational Will Simcoarum Systems 7.533 15 
10 Gladiators of Death Fantasy & Futuristic Simulations 7.500 19 
11 Middle-Earth PBM Game Systems Inc 7.488 127 
12 Galactic Prisoners Grandel Inc 7.487 49 
13 Sceptre Sceptre Roleplaying 7.441 17 
14 Modern World Conquest Prime Time Simulations 7.352 17 
15 CTF 2187 Advanced Gaming Enterprises 7.303 56 
16 Starweb Flying Buffalo Inc 7.277 68 
17 Gameplan Graaf Simulations 7.222 18 
18 Swords of the Gods Ares Gaming 7.200 10 
19 Adventurer Kings Ark Royal Games/Coconut Council Inc. 7.184 59 
20 Continental Rails Graaf Simulations 7.160 28 
21 World Wide Battle Plan Flying Buffalo Inc 7.052 38 
22 World Conquest Prime Time Simulations 7.036 55 
23 Rimworlds Palace Simulations 6.964 14 
24 Family Wars Cyclops Gaming 6.958 12 
25 Into Infinity Battle-Magic Gaming 6.956 23 
26 World War IV JFH Games 6.950 20 
27 ElMythico Graaf Simulations 6.933 30 
28 Armageddon's Aftermath Damien Games 6.909 11 
29 MobiusI Flying Buffalo Inc 6.875 24 
30 Realms of Fantasy Graaf Simulations 6.866 15 
31 The Next Empire Reality Simulations Inc. 6.851 27 
32 Atlantrix Battle-Magic Gaming 6.842 19 
33 Evermoor II Bronze Star Gaming 6.812 32 
34 Supernova II Rolling Thunder Games 6.805 18 
35 Quest of the Great Jewels Flying Dutchman Games 6.666 24 
36 Feudal Lords II Graaf Simulations 6.592 27 
37 Star Saga Infinite Odysseys 6.566 15 
38 Darkness of Silverfall Coconut Council, Inc 6.533 15 
39 Lords of Destiny Maelstrom Games 6.532 37 
40 Quest Adventures By Mail 6.502 68 
41 Spiral Arm Graaf Simulations 6.466 30 
42 1939 World Wide Battleplan Flying Buffalo Inc 6.428 21 
43 Crystal Island Saul Betesh 6.411 17 
44 Cosmic Crusaders Genesis Games Design 6.365 26 
45 Monster Island Adventures By Mail 6.298 67 
46 Crack of Doom Advanced Gaming Enterprises pee 20 


47 Illuminati 
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Flying Buffalo Inc 


48 Legends 


Midnight Games 


6.213 96 
49 Stand & Deliver Stand & Deliver 6.186 37 
50 Alamaze Pegasus Productions 6.181 55 
51 Land of Karrus Paper Tigers 6.103 26 
52 The Weapon Fantastic Simulations 6.062 16 
53 Battleplan Flying Buffalo Inc 6.020 48 
54 Epic Midnight Games 6.000 38 
55 Out Time Days Twin Engine Gaming 5.869 39 
56 Fleet Manuevers Fantastic Simulations 5.818 22 
57 Nuclear Destruction Flying Buffalo Inc 5.750 16 
58 Feudal Lords Flying Buffalo Inc 5.729 37 
59 Death & Sorrow Eckert Gaming Group 5.690 21 
60 Duelmasters Reality Simulations Inc 5.684 46 
61 Hyborian War Reality Simulations Inc 5.656 83 
62 Heroic Fantasy Flying Buffalo Inc 5.527 72 
63 State of War Game Systems Inc 5.447 19 
64 Belter Classified Information 5.333 15 
65 Nuclear War Flying Buffalo Inc 5.272 11 
66 Kingdom Graaf Simulations 5.208 24 
67 Galactic Conflict Flying Buffalo Inc 5.166 18 
68 Takamo Advent Games 5.000 16 
The Clans of Trove Yellowseed Games 5.000 11 
70 Starlord Flying Buffalo Inc 4.692 26 
71 It's a Crime! Adventures By Mail 4.160 50 
72 Beyond/Stellar Empire Adventures By Mail 3.518 27 


Hest Now app Ges DO] 


Dw 


L to R Pete Stassun and Bill Feild of 


Zephyr Enterprises Jne. 


Gary Lane of Zephyr Enterprises Inc. 


Game Systems Inc. 


BORED??? 


Need More Fun In Your Life? 
No Need To Suffer Alone... 


Try Our Play-by-Mail Gamesi 
FREE INFORMATION! 


Paper Tigers 
PO Box 3714 
San Dimas, CA 94773 
Phone: (909) 394-9635 


Pauper Nano 


L to R Rick Loomis and Mike Stackpole of Flying Buffalo Inc. 


FEM GAMES SINCE 1982 


Fa Rg 


John and Laurie Van De Graaf of Graaf Simulations 
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TRACKS... continued from page 42 


is essentially a head to head confrontation, but 
those on the same side can send units across 
your map borders to reinforce a weakened 
comrade. So some communication and 
coordination with your fellow commanders 
can sometimes stand to gain dividends. But 
when it comes down to it, it is you against your 
opposite. Who wins and who loses is 
determined by your skill, wit, grit and a little 
luck. German or Russian, it is your pick. The 
Germans have a greater variety of armor units 
available, but what the Russians do have, some 
of their tanks are quite beastly. The main 
Russian disadvantage is that much of their 
units are lacking in radios. One of their 
advantages that I like best is the SU-76, the 
most potent on board artillery piece in the 
game. 

The game is played ona map of terrain that 
varies with every game, usually a mixture of 
forest, hills, bridges, rivers, marsh, flatlands 
and villages. There are various terrain features 
that give a commander a number of victory 
points. These points are quite important. Also 
important are your reinforcement points. Your 
starting forces are worth about 1500 and you 
have more to purchase more forces to 
customize what you are fielding, or you can 
hold them in reserve. When you lose a unit in 
battle, you get one half of the cost to buy one 
fifth of that unit (when you order a unit, you 
get five, or a platoon of them). And thus your 
brave forces stand, to sally forth and meet the 
foe. 

Overall this game is quite good, and with 
an enthusiastic and friendly GM in Robert 
Vincent who has plans for enhancement, this 
game promises to get even better. It offers a 
tactical armored simulation with historical 
flavor, and intense nail biting action and an 
incredible tactical (and a small logistical) 
challenge to sink your teeth into. Add to that 
lots of various units with all sorts of abilities, 
it is a simulation worthy of notice. 

And don’t forget, nothing beats tactical 
wargaming for truly seeing the red veined 
whites of your opponent’s eyes. Right before 
you puta round between them, of course. See 
you on the front! Prepare to make Tracks! 

For more information on Tracks, write to: 


Friendly Fire Games 
P.O. Box 8323 
Pittsburg, CA 94565-8323 


PBM COMPANY RATINGS 


AS OF 9/12/94 


The PBM Company ratings are ratings on the service of PBM companies sent to us by readers and other PBM gamers. The companies are rated on a scale 
of 1 to 9 with 1 being the lowest and 9 being the highest ratings. Companies are listed have a minimum of 10 responses. Things to consider when rating 
the companies are dependability, quickness of service, how well they handle player questions, how well they keep their players informed, and how well 
they adapt to player needs. You can update your rating periodically, just send in another rating sheet and we will update your rating file. 


COMPANY RATING RESPONSE 
1 Entertainment Plus More, Inc. 8.548 31 
2 High Point Games 8.421 19 
3 Simcoarum Systems 8.375 16 
4 Sceptre Roleplaying 8.266 15 
5) Grandel Inc 8.240 50 
6 Agents of Gaming 8.202 47 
7 Coconut Council, Inc. 8.000 10 
Flying Dutchman Games 8.000 17 
9 Rolling Thunder Games 7.797 169 
10 Zephyr Enterprises Inc 7.781 16 
11 Flying Buffalo Inc 7.491 180 
12 7th Dimension Gaming 7.411 17 
13 Battle-Magic Gaming 7.405 36 
14 Paper Tigers 7.350 23 
15 Graaf Simulations 7.263 112 
16 Fantasy & Futuristic Simulations 7-223 17 
17 Prime Time Simulations 7.189 58 
18 Maelstrom Games 7.150 40 
19 Genesis Games Design 7.065 23 
20 Advanced Gaming Enterprises 7.007 64 
21 Fantasy Workshop 7.000 10 
22 Bronze Star Gaming 6.960 25 
23 Palace Simulations 6.937 16 
24 Game Systems Inc 6.869 130 
25 Deltax Gaming 6.862 29 
26 Saul Betesh 6.835 20 
PAT Stand & Deliver 6.771 38 
28 Eckert Gaming Group 6.700 20 
29 Classified Information 6.692 13 
30 Damien Games 6.545 ll 
31 Advent Games 6.375 12 
32 Twin Engine Gaming 6.357 42 
33 HCS Games 6.307 13 
34 Midnight Games 5.991 112 
35 Adventures By Mail 5.950 162 
36 Yellowseed Games Slow 19 
Si Pegasus Productions 5.080 50 
38 JFH Games 4.842 19 
39 Reality Simulations Inc 4.544 123 
40 Fantastic Simulations 4.538 
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41 Infinite Odysseys 3.600 10 


CONVENTIONS 


ADVENTURE GAME FEST '94 - Nov 4-6, 
1994, 

Tournament, Competition, and Open play 
of Board games, Role Playing, and Miniatures 
of all genres, including Fantasy, Historic and 
Science Fiction. Door and event prizes, game 
auction, miniature painting contest. Pre-regis- 
tration: $15/3 days, $12/2 days, $8/1 day. 
Oregon Convention Center, 777 MLK Jr. 
Blvd., Portland, OR. Contact: Adventure 
Games Northwest 6517 NE Alberta, Portland, 
OR 97218 (503)282-6856 or (206)887-4479. 


THE INTERNATIONAL GAMES EXPO 
- November 24-27, 1994 at the Toronto 
Congress Centre, Toronto, Ontario, Canada. 
Features include cards, computer games, edu- 
cational games, electronic games, children's 
games, role playing games, historical games, 
board games, pool and all gaming accessories. 
For more information write to The Interna- 
tional Games Expo, 1194 Scenic Drive, 
Ancaster, Ontario, Canada L9K 1J6 


VISIONS '94 - Nov. 25, 26 & 27, 1994. 
Hyatt Regency O'Hare, Chicago, IL Spotlight 
on: Red Dwarf, Doctor Who, Blake's Seven, 
Robin of Sherwood, Blackadder, Star Trek: 
DS9 and more! Some invited guests include 
Craig Charles, Danny John-Jules, Robert 
Llewellyn, Rob Grant, Doug Naylor, Jon 
Pertwee, Lalla Ward, John Levene, Nicholas 
Courtney, Paul Darrow, Nickolas Grace, Mark 
Ryan and Tony Robinson. For more informa- 
tion contact: Visions '94 Hotline, (708) 405- 
9461. 


ORCCON 18: 2/17/95-2/20/95 at the 
L.A. Airport Hyatt Hotel 

GAMEX '95: 5/26/95-5/29/95 at the 
L.A. Airport Hyatt Hotel 

GATEWAY 15: 9/1/95-9/4/95 at the 
L.A. Airport Hyatt Hotel 

ORCCON 19: 2/16/96-2/19/96 at the 
L.A. Airport Hyatt Hotel 

“All types of family, strategy and adven- 
ture board, role-playing, miniature and com- 
puter gaming. Bargains at the Flea Markets, 
Auction, and Exhibitor area. Also seminars, 
demonstrations, and special guests. Contact 
STRATEGICON, PO Box 3849, Torrance, 
CA 90510-3849 or call (310)326-9440 for 
more and immediate details.” 


EGYPTIAN CAMPAIGN '95 - March 3 - 5, 
1995. The S.I.U.C. Strategic Games Society 
is hosting the Egyptian Campaign '95 gaming 
convention. This event will be held in the Ball 
Rooms on the second floor of Southern Illinois 
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University’s Student Center in Carbondale, 
Illino#s. Cost is $12.00 at the door and $10.00 
with pre-registration. There areno event fees, 
and single day and visitor passes are available. 
Doors open at 1:00 pm Friday with games 
starting at 2:00 pm and 8:00 am on Saturday 
and Sunday with games starting at 9:00 am. 
There willbe RPGA AD&D, AD&D, Empire 
Builder, History of the World, Star Fleet 
Battles, Car Wars, Battletech Shadowrun, 
Vampire, Warhammer 40,000, Mirco Armour, 
Civilization, and many other board, miniatures 
and role playing games. Also featured is a 
game auction, miniatures and art contest, and 
special guests from the gaming industry. For 
more information write to The Egyptian Cam- 
paign '95, c/o S.I.U.C. Strategic Games Soci- 
ety, Office of Student Development, 3rd. 
Floor Student Center, Carbondale, IL 62901- 
4425, orcall Joel T. Nadler at (618) 529-4630. 


CONCENTRIC - March 3-5, 1995 
Computer Interactive and Multiplayer 
Games, Board Game Tournaments, Seminars, 
Films, Masquerade Ball and much more at the 
Ramada Hotel O'Hare, Chicago, IL. For 
more information write to: Concentric, 114 
Euclid Box 287, Park Ridge, IL 60068. 


GEN CON? Game Fair 1995 - August 10- 
13, 1995 

Join over 20,000 gamers in Milwaukee, 
WI. This is the world’s largest multi-media 
game fair featuring four days of games and 
events. The game fair includes computer, 
military, role-playing, strategy, miniatures, 
virtual reality, video, arcade and board games- 
-over 1,000 events in all. 

The GEN CON® Game Fair also features 
a million-dollar art show, dozens of celebri- 
ties, acostume contest, Star Trek guest, James 
"Scotty" Doohan, comic-book artists, 
Japanimation, a 200-booth exhibit hall and 
$10,000 in prize giveaways. 

For information, send a SASE to: GEN 
CON® Game Fair, PO Box 756, Lake Geneva, 
WI 53147 U.S.A. 


ANDCON ‘95-September 28-Oct 1, 1995 

National Play-By-Mail Gaming Expo & 
Regional Gaming Convention at the Toledo 
Radisson in Toledo OH. Featuring: Play-By- 
Mail, Role-Playing, Board Games, Minia- 
tures, Computer Games and more! For more 
information: write to ANDCON '94 PO Box 
3100, Kent, OH 44240; or call (216) 673- 
1887 or Fax (216) 673-2125. 


PBM 


BULLETIN 
BOARD 


The PBM BULLETIN BOARD is your oppor- 
tunity to place player notices, rumors, ad- 
vertisements, etc. Ratesare50perwordwith 
a 20-word minimum. Your return address 
and game name that your notice is con- 
cerned with are free. Companies that wish 
to use the PBM BULLETIN BOARD for adver- 
tising will be 5¢ per word fee and $45.00 for 
thelr return address. 


WANTED 
PBM game that needs a moderator. Will 
consider any type. Prefer to buy outright, but 
a lease will be looked at also. 


Robert Steinberg 
105 Willard Drive 
O'Fallon, IL 62269-2239 
(618) 624-5167 


OPPONENTS WANTED 


Opponents Wanted for VGA Planets (host 
3.15), you pay for the call, I will host the 
game. I also will play any play by E-mail 
games. Modem (602) 486-9234 2400 baud N- 
8-1. Leave message to sysop #1. DarkSide 
of the Moon BBS Peoria AZ, free to all. 


e, circa 1650 


‘One Ring to Rule them all, One Ring to find them. One Ring to bring them all, and in the Darkness bind them’ se 


—Fellowship of the Be _ by J.R.R. Tolkien 


f Tora olkien’s classic confrontation between 
ame, 10hp ers of Good (Free Reople 
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Full Registration............... E eeenaes $25.00 || 
-7 $ (Includes: Rulebook, 3' x 2' Full Color Map, First Two 
Turns FREE! & 3 Month Subscription to GSI's Newsletter.) 


eee Turn Fee (2 & 3 week games available) 
3 Rulebook Alone (Will apply toward registration) 


NG TE B M G Full Color Map (add $2.00 tor mailing in tube) 
g IN G3 i CREDIT CARDS ACCEPTED Žž  ăě 
mn em rer oe 


PO Box 160129 Miami, FL 33116-0129 (305) 274- "5559 
Produced in agreement with Iron Crown Enterprises, Inc., Charlottesville, Virginia, the exclusive holder of the world wide 
Fantasy Role Playing Game and Adult Boardgame license based on J.R.R. Tolkien's THE HOBBIT: ME-PBM™ is a 

mark property of Tolkien Enterprises, a division of Elan Merchandisi ing Inc., Berkeley, CA; no unauthorized use 
tod 
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WAR COLLEGE SIMULATIONS 
"PBM" INCORPORATED 


presents 


Eagle Day: The Battle For Britian 


A World War ll Simulation 


© Two years in the making... 

© Highly detailed and complex tactical oper 
© 100% computer moderated . . 

© Ten players pergame... 

© Ten or fourteen day turn cycles 

© BBS services offered... 

© Six dollar turn sheets... 


© Twenty dollar set up fee includes: wall map, technology packets, set 
up in a game, and a 50 plus page rule book... 


WAR COLLEGE SIMULATIONS "PBM" INC. 
P.0. Box 201 
Sanbornton, NH 03269 
Phone: (603) 286-9506 
Fax: (603) 286-7824 
BBS, after 5 pm: (603) 286-9506 


